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OUR PROGRAM DOES IT FOR YOU! 


O f Ud - GREAT PROGRAMMING 
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A TRUE ST STYLE DEMO ON YOUR XL/XE 
MOST PEOPLE SAID IT COULDN’T BE DONE! 


Inspired by the best demos on the ST the High Tech Team 
from Holland set out to show that the 8-bit Atari 
could produce the same effects, the result 



• MUSIXX 

TWO separate music demos featuring 
interpretations of the music from a 
dozen top Atari games 

• GRAPHIXX 

THREE great graphics demos that 
include lots of scrolling messages, 
bouncing effects, sine waves, rainbow 
effects and more all with great music 

• THE BIG SCROLL 

The world record scroll for any Atari 
machine - over 60Kb of scrolling 
message that takes 3 hours to read! 



• DIG!-MUSIXX 


• SAMPLES 

Over half a dozen sampled voices and 
Instruments that show you that top 
quality sampled sound is not the 
exclusive preserve of the ST 


Quite simply the most astonishing 
digitised music ever heard on an 
Atari 8 bit computer! Two great sampled 
and cleverly edited tunes that play on 
forever. You won't believe your ears! 


All this on one GREAT disk for just £3.95 

Available exclusively from PAGE 6 • see the order form on page 


The BIG DEMO is a double sided disk in enhanced 
density and will only run on a XL/XE with 1050 drf¥e 


NOTE’ For every disk sold a donation will be 
made u> the High Tech Team in appreciation of 
tho best 8-bit demo we have ever seen. If you 


WARNING; Some of the tcrolHng mR*Mge* on this dish 
contain word* that some people might object to end the 
disk should not he con*«fered suitable for young children 


like this demo we may be able to encourage 
these Atari 8-bit wizards to do morel 
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CONTENTS 



HOT ROD RAIDER 
Fast 1 or 2 player action 


SUBSCRIPTIONS 

Annual subscription rates (6 issues) 


UK £10.00 

Europe £15.00 

Elsewhere (sea) £15.00 

Elsewhere (Air) £21.00 


Cwr«BS men rniKt the ditto™™ in PD9E0I cowls 

NEW ATARI USER ON DISK 

A disk containing all of the 8-bit 

G roqrams from each issue of 
EW ATARI USER is available either 
separately or on suberiplion. Single 
price £2,95 per disk, Subscription 
rates (5 Issues) 


UK £25.00 

Europe £32,00 

Elsewhere (sea) £32,00 

Elsewhere <Air) £42,00 


SUBMISSIONS 

PAGE 6 welcomes anti encourages its read¬ 
ers to submit, articles, programs and reviews 
lor publication. Programs mus-t be submitted 
on Disk or cassette, articles should wherever 
possible be submitted as test tiles on disk. We 
seek Id encourage your participation and do 
nol have strict rules for submissions. If some¬ 
th ng interests you, wnte a program Dr article 
and submit ill Appropriate payment will be 
made (or all published programs and articles. 

All originar articles, programs and other mate¬ 
rial n NEW ATARI USER is copyright of the 
author as credited. Alt uncrediled material is 
copyright PAGE 6 Unless containing the by - 
Ime AH Rights Reserved 1 any material in 
NEW ATARI USER may be reproduced by 
User Groups and other non-profit making 
organisations provided that the author s name 
is included and PAGE 6 is credited as the 
original publisher. Permission to publish else¬ 
where should bs detained from PAGE 6 or (he 
aulhqt. Editors of newsletters reproducing 
material are requested to sand a copy of the 
relevant issue to the Editorial address of 
PAGE 6- Whi&si we take whatever slops we 
can to ensure the accuracy of articles and 
programs and the contents of advertisements, 
PAGE 6 cannoi be held liable for any errors 
or claims made by advertisers. 

ATARI (TM) is a registered trademark af 
ATARI GQRP. All 'elerences should oe so 
noted. NEW ATARI USER is an independent 
publication and has no connection with Atari 
Or wilh any other company or publisher. 


The next issue of 
NEW ATARI USER 
will be on sale 22nd March 
Editorial copy date is 12th February 
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THE CREDITS 

All of the usual stuff Is on page 3 bu t here 
are the people who made this issue possible. 

l.tHt F.LIiogham worked late Into the night 
just before Christmas last year to get it done 
before going on holiday 

Sandy Looked after the advertising and mall 
order and did enough work for two 


John R. Barnsley played a 
without being paid (is he ci 


lot of extra time 
(Is he ever paid?) 

The Regular Contributors, who provide the 
backbone of the magazine and can general¬ 
ly be relied upon to come up with good 
articles, and reviews, are 


Garry Francis 
Matthew Jones 
John Opvis&ii Jr 
Paul Rixon 
Ian Finlavson 


Mark Hutchinson 
John Davison 
John Sweeney 
Damon Haworth 


All other contributors for this issue are indi- 
vidua llv credited alongside their articles or 
program*. Thanks to everybody tor sharing 
the"" work and enthusiasm with other Atari 


The Jhrye Johns and Peter made the copy date. 
Who didn't then? 

The cover picture is hy Paul Lingwood. and 
the mice (other than the grey one attached 
to the computer) are courtesy of Darrall's 
Pet Shop. Mcuston Road, Stafford, Anyone 
know how to get droppings out of a 13DXF-? 

As I type iVeil Fount) blasts out, jomerimej 

S jirtfv, .mmetJmes rafiling the windows. 

_ (hers who helped included Dolores Keane 
with a brilliant new album, Joan Baez with a 
new one as strong u.i ever, Chris Rea's Rood 
To JTefJr Kgy Orfji.ion and Friends,, Mic k Ilaniy, 
Rare flush and, as ever, .Nanci Grififth.*. If 
Roots Records do iheir stuff then Mary Black 
and Eric Bogie might also help out. It has fo 
be said, fhough, that the biggest inspiration 
this rime was nol the music but the lure of the 
sunshine? Christmas in the sun, yeah! (Curry 
Francis says, so what!) 

NEW ATARI USER is the magazine, 
PAGE 6 I* the concept. Wherever you see 
PAGE fa you'll know what it means! 

The next issue of NEW ATARI USER could 
feature YOUR article or program, 
so SEND IT IN NOW! 

PACE * shows just wh at you can do with your Atari. With 
Jhr exception of fina? oufpu£ on a Lirttifron and use of a 
pepro lumem for the ILUings and photos, ftif magazine is 
prepared cnlirefy with Atari based equipment ami software 
■ not a Macintosh or IBM in Sitf-ht. 1 Hardware used ihrittdB 
130Xt, IQSQdlfk drive, S10 disk drive, fit? rai.&?(!£’ 
toccasionally:'h S5b Interface, NEC 8023 printer, J(MWT, 
SMlit Monitor, Atari 5H2Q* hard disk driw, Cumanu I 
meg (fid drive, lip son RX100 printer, Kyocera laser printer, 
Miavstuffer printer buffer. Jafhvare JrtdtidH 
Turtio Basic, Fcr-ittit, W7 Intcrcomm. T.ARI-TAL& FrJnl Wiz. 
STWriler, Fwtexl and fleet Jrreef Putrilshcr, 

Articles and progm/ns .lahmlCtcd on XL/XE diflu are sub¬ 
jected to wartous ctdtffn written programs before being 
transferred ocress fO the ST via TAJU-TALK, All Wlfljor 
testin g Is dom wrlk Pretext and pages are JaJcf out wfifl 
fi«?r 5freer Publisher. A disk fc'Jtii the fiaribed paQtt is .rent 
up to The Setting Studio in NewttUtfc fo typesetting fiutrou 
who ttalfy Jnow what they are doing with the STjt to be 
ouiput on a Linoftfln 300 and, hey presto, fMftfad pages 
are sent back. It realty dors wpr* - at fasti Alt rherr \i kft Is 
(0 d'rep in the listings and phvtOy Welt, it's not quite as 
easy as rhert, but you get the ideal 



Welcome to another year in which the 8-bit Atari is set not only to survive but prosper 
more than it has done for the past couple of years! The news columns in this and the last 
issue, whilst still a little sparse, give details of new releases expected this year and it is 
good to know that the new companies are including the Atari in their release schedules. 
The biggest problem will be actually getting these games distributed because all the big 
distributors are no longer interested (were they eveT?) and it will be up to the smaller 
companies and the software publishers themselves to get the product out. Companies 
like Zeppelin ond Byte Back are working hard to get the multiple chains like W.H. Smith 
to once again take Atari product and we wish them well, Lefs hope it happens. 

START WITH APOLOGIESI 


Now is as good a time as any to give you the regular apologies for a problem that 
continues to plague us - the acknowledgement of your contributions. We do appreciate 
all of your contributions but continually find ourselves in the position oi failing to advise 
contributors whether their work is acceptable for publication. It is a major failing for 
which I apologise but it is a problem that continues year to year. 

Many times in the past year I have sat down with the intention of going through all 
outstanding contributions and sorting them out but it is never as easy as it seems ond I 
always run out of time. Assessing the worth of a contribution is not the straightforward 
five minute job many people seem to think it is. The easiest thing to do is to take a quick 
look and decide that something requires too much work on it and dismiss it, but then 
you tend to throw out some good material. Several times I have decided to reject 
something, then looked at it months later only to decide that is was in fad quite good! 
Time factors, and the lack of help, means that most contributions are considered only 
when a magazine is due and those that don't moke it for a particular issue are put back 
in the pile for the next time. Thai does tend to keep many people waiting for a long time 
but it also means that most contributions are still in with a chance each issue. Who 
knows, the next issue of New Atari User to drop through your door, could have your 
program or article in r as many readers have discovered to their surprise in the post year! 
Please keep sending ail sorts of contributions but please be patient. If you need a quick 
answer then you can always ring us, but remember the easiest answer is nol 

STOS SUCCESS 


Our STOS column seems to he well received in all quarters and hopefully our decision to 
accept this as the Basic which we will support, will pay off. It seems quite likely that 
STOS will be around for many, many, years which is more than can be said for most 
other Basics on the ST. FAST BASIC was going to be the trendsetter hut has now entirely 
disappeared, GFA is still around and going Strong but only in small enclaves, HiSoft 
failed to promote their excellent POWER BASIC and others like OMK Rt)N BASIC, whilst 
strong on the Continent, failed to make it over here. 

STOS has been regarded by many as a 'play' language and not really a proper Basic but 
there are now several commercial programs available written in STOS and dozens of 
excellent public domain programs. As the programmers get better, the line between a 
STOS program and any other program (even if written in machine code) becomes more 
and more blurred and I defy any ordinary user to tell the difference. Probably the thing 
that will ensure success Is the fact that the authors thought ahead and wrote STOS so 
that it could be easily expanded and updated- As I write this, the new STE has just 
reached these shores and the present STOS will not run with the new ROMs, but already 
Francois Lionet (author of STOS) has written a patch to upgrade all versions of STOS to 
run on the new machines. Francois thought about changes to the operating system when 
designing STOS and wrote it in such a way that it can be adapted to suit any operating 
system. What's more you adapt it yourself by running a program supplied in the public 
domain, you don't even have to return your disks or go out and buy new versions. 
Wouldn't it be nice if all the software publishers had had such foresight? There wouldn't 
then be so many problems each time Atari change their machines, 

INTO THE NINETIES 


What's going to happen during 1990? No predictions but it looks like Atari should have 
a yDO d year both with the B-bit and ST, The major problem with the XL/XE continues to 
be the lack of disk drives. It is possible to run non-Atari drives, even 3.5" drives, with the 
XL/XE and with drives available at around £80, I cannot understand why nobody has 
considered marketing a suitable interface, There are Interfaces around, and in use, so 
why r oh why, doesn't someone start manufacturing them? It must be worthwhile and we 
would be quite happy to help market such an interface, 
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INSTANT PLAY 
XL/XE ROM 
CARTRIDGES 


ARC HON 

14.95 

GALLBLAZER 

14.95 

BEAM RIDER 

9.95 

BLUE MAX 

14.95 

DESERT FALCON 

14.95 

DONKEY KONG 

12.95 

QREADNAUCHT FACTOR 

9.95 

FOOD FIGHT 

14.95 

H.E.R.O, 

9.95 

JOUST 

12,95 

KABQ0M! 

9.95 

MASTERTYPE 

14.95 

MINER 2049er 

9.95 

MISSILE COMMAND 

9.95 

MS PACMAN 

1 2,95 

MOON PATROL 

12,95 

MUSIC COMPOSER 

19.95 

PACMAN 

12.95 

PITFALL 

9-95 

PITFALL II 

9.95 

POLE POSITION 

12.95 

RALLY SPEEDWAY 

9.95 

REALS PORTS AMERICAN 


FOOTBALL 

12.95 

RESCUE ON FRACTULAS 

14.95 

RIVER RAID 

9.9 S 

SPACE SHUTTLE 

9,95 

TENNIS 

9,95 

ZENJI 

9.95 


XL/XE CASSETTES 


ACE OF ACES (64K) 

2 % 

MAD JAX 

295 

ASTRO DROID 

295 

NINJA COMMANDO 

295 

BUCK LAMP 

7« 

NUCLEUS 

295 

COSMIC PIRATE 

2.5S 

PERISCOPE UP 

1.95 

CRACK UP 

195 

PLANT ATTACK 

295 

DAWN RAIDER 

1.95 

PQGQTRON 

2 95 

DOMAIN OF UNDE AO 

295 

PRO MOUNTAIN BIKE SIM 

295 

DR A CONUS i64K| 

8 95 

SCAPEGHQST 

12 95 

ENCOUNTER 

2 95 

SCREAMING WINGS 

295 

FOOTBALL MANAGER 

295 

SPACE WARS 

295 

GAUNTLET I'HKi 

2.95 

SPEED ACE 

295 

GHOST BUSTlFtS 

2.95 

SPEEDHUN 

2 95 

grand phi* simulator 

2.95 

STAR WARS 

8 95 

GREEN BERET 

2.95 

SPY VS SPY TRILOGY 

8 95 

GUNFIGHTEfl 

1.95 

SUPERMAN 

? 95 

HARDBALL 

2.95 

TECHNLCGLGUR DREAM 

8 95 

JOCKV WILSON'S DARTS 

2.95 

TIGER ATTACK 

7 95 

K DALGLISH 1 SOCCER 

8 95 

turf form 

2.95 

, LAS VEGAS CASINO 

2.95 

WAR COPTER 

2.95 

LITTLE DEVIL 

2.95 

ZYBEX 

2 55 


HAWKQUEST 

"A classic: in the making” 

Disk £17.95 

Cassette £9.95 


XC12 TAPE RECORDER 
PADDLES (PAIR) 

PRO LINE CONTROLLER 
QUICKSHOT II TURBO 
SPEEDKING AUTOFIRE 
TAC 5 

CHEETAH EXTERMINATOR 
CRUISER 


29.95 

9.95 

7.95 
1 2.95 
1 2.95 

12.95 

5.95 

9.95 


2600 VCS CARTRIDGES AVAILABLE 
ST SOFTWARE AVAILABLE 


XL/XE DISKS 


AfTKANOlD 

11 -95 

ASTRO DROID 

6.95 

BLUE MAX 

7.95 

BOULDERDASH II 

5-95 

CONFLICT IN VIETNAM 

16-95 

FIGHT NIGHT 

7.95 

FOUR STAR GAMES 1 

6.95 

GUILD OF THIEVES (64K) 
KENNEDY APPROACH 

16.95 

12.95 

LANCELOT (64K) 

12.95 

LIVING DAYLIGHTS 

12.95 

MINI OFFICE II 

16.95 

NEW YORK CITY 

3.95 

NATO COMMANDER 

12.95 

QUASIMODO 

7.95 

SILENT SERVICE 

12.95 

SOLO FLIGHT 

12.95 

SCAPEGHOST 

12.95 

SPEED RUN 

9.95 

SPY VS SPY TRILOGY 

1 2.95 

SPYHUNTER 

7.95 

TECHNICOLOUR DREAM 

9.95 

TIME & MAGIC (64K) 

1 2.95 

TOUCHDOWN FOOTBALL 

12.95 
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HOW TO TYPE IN THE LISTINGS 
and get them right! 


The program Listings in Nt-W ATARI U5LK are prepared tarefully la 
ensure that they uin he typed in (is easily as passible, Before typing 
uny It?lings ensure that yog are familiar with the use of the ^hift and 
CONI KOI and INVERSE keys as outlined in your computer manual 
The listings are prepared to nuiti.li exactly whal you see an screen. 

Every character that you may vee in a listing is included in the chart 
below fur cross reference. By using 1VPD 3 you can ensure shat you 
type in the programs EXACTLY as they are printed. Remember, a 
single typing mistake may mean a program will not run 

WHAT AHE THOSE CODES? 

Each line af a program printed in NEW ATARI USER begins with a 
sEHicial two letter code. THIS! SHOULD NOT ElE. TV PI D IN. They are 
used by ihe program TYPO to check that you huvt typed each line 
correctly. IF YOU HAVE NOT A3 Hi AIjY TYPED IN THE TYPO 3 LIST¬ 
ING PI L ASl DO SO NOW The program can be used as you type in 
each line of a program or to check an already typed program The 
code far each line will match but if you have problems check the 
listing conventions below carefully, you are mosi probably typing a 
CONTfROl c haracter incorrectly. TYPO T cannot check whether a line 
has been missed so if you have problem', in running a listing Count 
the lines m Ihe program and ensure none are missing. If the n PO 
codes mutch and the program still does not run, LIST it to cassetle at 
disk using 11ST C: or 11ST "D filename", switch off the computer, 
re boot and then ENTEP the program using ENTER C: or EN I t ft 
D:filename". Save this version in the normal way, 

HOW TO USE TYPO 3 

1. Type in the listing carefully for although you can use TYPO 3 to 
check itself (see 6 below) it may not work if you have made 
mistukes. 

2. SAVE or CSAVE a copy of the program- 

3. Each time you want to type in a program listing RUN TliPO 3 firvt- 
The program will install u machine code routine in memory and 
then del el e itself Now type in a line as shown in the magazine 
excluding the first [wo letter code and press RETURN. 

4. A two Letter code will appear at the lop left of your screen. If this 
code matches the one in the magazine carry on and type the next 
Sine. Nate, the code will not match if you use abbreviations. If you 
preler to use abbreviations 1 1ST the line you have Just typed,, move 
the cursor to (hat fine and press RETURN The code should now 
match. 

5 If the code discs not mah h. use the editing keys to correct the line 
and press RETURN again Repeat if necessary until the codes match 

ft. To check a tine you have already typed I £SE the line, place the 
cursor on that fine and press RETURN. 

7. When you huvc finished a Ehting just SAVE or CSAVE il in the 
normal way 

You can type in a program without using TYPO 3 and then check it by 
SAVEing or CSAVOng u copy of the program, running TYPO 3 and 
then EOADing or CLOADing your program and proceeding as in step 

6 above. 

Alwavs SAVl or CSAVE a ptograin before running it and always use 
l YPO before telling us that a program will not run. 


OUR UNIQUE LINE BY LINE CHECKER 
WORKS ON ALL ATARI XL/XE 
and earlier 8-bit machines 

l rem mmmhk h mk **-** 

PL 2 RT'M * TYPO XII b \f Alec Belton * 

* June 1985 * 

SA 3 Rtrt » a proofreader for ANTIC and * 

* PAGE 6 based oh T¥f>0 IT * 

* published by ANTIC * 

EL 4 REM i nn, »H h » « * «««» ** 

5C 100 GRAPHICS 0 

MG HO FOR 1=1535 TO 1791:HEAD A:CK=CK+A: 
POKE I,fi:NEXT 1 

CG 120 IF CKO30 7W THEN ? "Error in DATA 
statements - Check Typing^iEND 
YM 130 A=USRfl536J 

UT 140 ? :? "TYPO III is up arid running" ! 

NEW 

HO 1000 DATA 104.169,01185,26,3,2Uii&^ 

MG 1010 DATA 240,B,2O9,20&,200^??'36,Z0B 
(IB 1020 DATA 242* 96,200,168 i 153,26,3 
RK 1030 DATA 200,168,6,153,26,3,162,0 

rR 1O40 DATA 1&9,0,226,157,79,6,232,224 
TO 1050 DATA 15,200,245,169,83,141,03,6 
KC 1060 DATA 169,6,141,84,5*173,4,228 
LU 1070 DATA 105,0,141,95,6,173,5,228 
BK 1000 DATA 105.0,141,96,6,1&9,0,162 
Kk 1090 DATA 3*149,203,202,16,251*96,0 
ZR 1100 DATA 0,0,0,0,0,0,0,0 
LD 1110 DATA 0,0,0,0,0,9,32,84 
JM 1120 DATA 6,0,72,201,155,240,56,230 
TU 1130 DATA 203,133,209.130,72,169,0,133 
TH 1140 DATA 200,162,8,10,38,200,6*299 
HF 1150 DATA 144,7,24,101,203,144*2,230 
rl 1160 DATA 26®,202,208,239,133,207*24,1 
65 

Tti 1170 DATA 2 0 4,101*207,133,204.165,205, 
101 

AM 1180 DATA 208,133,205,165,206,105,0,13 

3 

Kit 1190 DATA 206,104,170,104*40,96,138,72 
NR 1200 DATA 152,7Z,162,0,134,207„134 * 208 
GF 1216 DATA ±60,24,6,204,30,205,38,206 
EA 1220 DATA 38,207,38,208,56.165,207,233 
TM 1230 DATA 164,170,165,208,233,2,144,4 
SK 1240 DATA ±34,207,133.208,136,208,227, 
162 

CB ±250 DATA 8,16S,207,±33,204,165,208,6 
KN 1260 DATA 204,42*201,26,144,4,233,26 
HB 1270 DATA 230,204.202,288,242,133,205, 
169 

BC 12RO DATA 128,145,08,200,192,40,208,24 
9 

HU ±290 DATA 165,204,105,160,160,3,145,08 
OA 1300 DATA 165*205,24.105,181,200,145,8 

8 

HO 1310 DATA 32,69,6,104.160,76,153.6 
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inoepse space 


k ESC 
t ESC 
4 ESC 
+■ ESC 
+ ESC 

n esc 
i esc 

► ESC 

a esc 
a esc 

Q ESC 

a esc 

□ ESC 
£f ESC 
13 ESC 


ESC 

CTRL - 
CTRL = 

CTRL * 

CTRL * 

SHIFT CLEAR 
DELETE 
T A 6 

SHIFT DELETE 
SHIFT INSERT 
CTRL TAO 
SHIFT TAO 
CTRL 2 
CTRL DELETE 
CTRL INSERT 
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NEW ATARI GAMES 

Atari plan to continue to support the XL and XE 
throughout this year with around six new software tides 
per month planned, some of which have already been 
announced. Ones to look out for now are SPEEDHAWK 
and HEARTACHE which have already been mentioned 
in these pages, CONTAGION and Z-FORCE written by 
the folks responsible for CYGNUSXI plus ZONE PAT- 
ROL and TUBE BADDIES which Boh Kata of Atari feds 
is a real classic "as good as many 16-bit games ". 

Tiie gpmes are certainly there, all Atari needs to do is to 
find ellentlve means of distributing them which, with the 
major distributors not interested, is not an easy thing, 
Wc believe that talks were being held with several distri¬ 
butors Just before Christmas and hopefully we‘ll see 
these games on sale quite soon with many more to follow 
throughout the year. 

ZEPPELIN RISING 

Zeppelin seem to have a had a quiet period Atari-wise 
(or Is that just imagination?) but are back with a 
vengeance wilh five new releases planned for January' 
and February. First up Is FANTASTIC SOCCER, an 
eight-way scrolling game with shooting, tackles, corner 
kicks, the lot to bring the excitement of the soccer pitch 
to your keyboard. Zeppelin describe this one as being "as 
good as KICK OFF' Anco's big hit on the ST last year. 
Next is MOUNTAIN BIKE RACER, hastily renamed from 
Mountain Bike Simulator which Alternative managed to 
get out first, written by Ian Copeland, the man behind 
Draconus and Ninja Commando, and featuring many 
novel ideas SIDEWINDER Is a re release of one of the 
classic British games from many years ago. a scrolling 
helicopter mission. 


Laler on will be WORLD SOCCER a simulation about ... 
er, soccer and GO KART SIMULATOR which sounds 
quite interesting. 

Meanwhile Zeppelin are busy negotiating with Other 
companies for more new Atari software and hopes to 
conclude a "major deal" quite soon which will bring a 
number of previously unreleased titles to the Atari. It is 
quite likely that more programmers will be required so if 
you are a dab hand at programming the Atari, preferably 
with some games already released give Brian Jobling a 
rinjg on 091 365 7755. Help him get that software out to 
usl 


HARLEQUIN SUCCESS 

Stephen Goss of the newly formed company. Harlequin, 
reports that response to the news item last issue asking 
lor programmers to help with conversion work to the 
Atari was excellent and they now have enough program¬ 
mers and products lined up to last them a couple of 
years! 

Harlequin are still negotiating with some of the big boys 
for conversions nl various titles to the Atari arid have 
recently made an agreement with VSIndscape. First title 
to be converted will be FIENDISH FREDDIE and there 
will be more to follow. Among those that may make it are 
Elite’s GHOSTS AND GOBLINS and 1*42 although 
Stephen is quick to point out that agreements and con¬ 
version work may take some time. He is anxious not to 
create Loo much hype and make empty promises so we 
need to be patient. Trouble is, what Harlequin are doing 
Is big news for long starved Atari owners who want to 
know everything now! 

If only a few of the titles Harlequin are going after make 
it, then it will be good news- Atari owners may well, at 
last, get some of the classics that have been around on 
other machines for many years. 


CALLISTO COMPUTERS 

DEPT A2. PO BOX 233, SHEFFIELD. S6 4ftZ TEL: (0742) 326533 

7“ O/SCOU/VT 


ATARI 800/XL/XE 


WOW C/tflTfflPGfS 
£7.50 aacht 

Beam Aider, Defender, Drea-dnaught, 
Catalans. Hero, Jcuit, Kaboom, 
Missile Command, Moan Patrol, Mr 
Cool, Patman, Pitfall, Pitfall II, Pole 
Peail ion, River Raid, Space Shu 111#, 
Star Raiders, Tennis, ll$ Football, 
Xenji 


GAMES Cass Disk 

100 .... 2-95 

Alrwolf .1.95 

Aftrodroia .. 0,95 

Aztec .. .... 6.95 

Baltblazer . 6-50 9.95 

Black Lamp . 7.75 

Blue Man 4.95 

6MX Simulator . 2.95 

Boulderdaah II .. 2.95 

Chuckle Egg .. 2.95 

Callaaaus Clhesa „„ 0.75 

Cosmic Pirate .......... 2.95 

Crack up 1.96 

Cops rv Robbers .... 1.95 

Dawn Raider .. 1.95 

Daylight Robbery ..., 1-95 

Domai n of Undead ._ 2.95 

DtacOftUfl . 6.95 9.95 

Orel 0 a .. 4.50 

Druid . .... 5.95 

Encounter... 2. 95 

Escape from Doom 4.S0 

Fort Apolocalpyse .. .... 4.50 

Fruit Machine Sim .. 2.95 

Oaimtlal . 2,95 


Ghcslbusters ........ 2.95 

Grand PHk $hm „„„„ 2.95 .^. 

Green Beret . 2.95 

Gridrunner .. 1.95 

Gun law . 1.95 

Football Manager .. 2.95 

Hacker . .... 5.95 

Hardball ................. 2.95 

Hawfcqueat .. .... 17.95 

Henry's House .. i.95 

Hover Hover —1-95 
Intern. Karate .......... .... 5.95 

Jocky Wilson Dart .. 2.90 4.50 

Joe Blade i .95 

Kennedy Approach .. ■ .... 0,75 

Kenny Dalglish . B.5G 11-50 

Las Vegas Casino ... 2.95 4,50 

Little Devil .. 2.95 4,50 

Living Day light a 2.95 

Lone Raider .. 3.50 

Mediator .... 5.00 

Mlrax Force .. 2 95 4.50 

Mr Dig ............... 1.95 

Mr Robot .. 4.50 6.95 

Nile mares ................ .... 6.95 

Nln}a Commando „„ 2.95 4 M 

Panther ■ 1.95 

Periscope Up .......... 1.95 

Phantom .. 2.95 4.50 

Pogolron 2.95 

Quasimodo .. .... 4,95 

Red We* .. 2.95 

Rescue on Fractalus .. .... 6,95 

Revenge II . 2.95 

Robot Knights .... 695 

Rockford .. 1.95 

Rosen's Brigade 5-50 5.50 

S. Davis Snooker .... 1.95 

Screaming Wings „„ 2.90 

Shanghai .. .... 5.50 


Sidewinder 2.95 

Solofllghl . 9-50 8-75 

Speed Ape __ 2.95 4.50 

Speed run .. 2-95 

Speedzone 2.95 

Spy Hunter .. .... 4.50 

Star Wars .. 8.95 10.95 

Sun Star .. 4.50 

Tall of Bela 3.95 4.95 

Tiger Attack 7.75 

Twilight World ... 2.95 

War Copter .. 3-75 6.95 

Winter Events .......... .... 6.95 

Wizzard Of War .. .... 6-95 

ZAXXOn 4.94 4.95 

Zybex .. 2.95 4.50 

WAR GACass Disk 

Con. Vietnam .. 6,75 6.75 

Crusade m Europe „ 8.75 9.50 

Decision in Desert .... 6-75 

Eastern Front .. .... 2.95 

Knights Of Deseri. 6-7S 

NATO Commander .. .... 9,50 

ADVENTURES Cass Disk 

Gnome Ranger ........ 6.75 6.75 

Golden Baton .. 1.95 

Gunslinger »„ >Hmilll+M .... 5.95 

Ingrid's Back . 12.75 12,75 

Lapis PhilOSh. .. 5-95 

Scapeghoat 12.75 12.75 

Suspect . .... 11.95 

The Count . S.95 

Time * Maglck . 12.75 

Wax Works .. 1.95 

NEWS STATiON 23.SO 


Desktop Publishing Systfrn |di$k only; with 
FREE art program ana font ed rlc r 


NON-GAME SOFTWARE Cass Disk 


ACE C Language „„ .... 2.95 

Alarlwrlter Plus ...... 17.59 

Fig Forth .. 2.95 

Graph It . 4.50 

Prlnlahop ................ .... 17.95 

System 8 Pools ...... 2,95 

Touch Typing 4.75 

Turbo Basic ............. .... 3.75 

Turf Form .. 2-95 

Vi scale „. .... 17.95 

COLOURSPACE 6,50 


Jeff Minter's Light Synthesiser 
OflHwtia Only 


ATARI ST SOFTWARE 


at bargain prices 


Addlctaball ... 

. 5.99- 

Alien Syndrome . 

...... 6.99 

American PgOl . 

. 5.99 

Black Lamp .. 

. 5.99 

Football Manager . 

6-99 

lee Hockey .. 

. 5.99 

Karate ST . 

. 5.99 

Las Vegas ... 

. 5.94 

Mas terse und Sampler 

. 28.00 

Marble MadntSS __..... 

. 8.99 

Music Const ruction 

....... 6,99 

Scropming Wimga . 

.. 3.99 

Skyfox l( ..... 

. 8.99 

Soldier of Light .. 

. 8-99 

Star quake ................... 

5,99 

Thai Boxing . 


Thunder Wmg . 

. 4.99 

Trip A Tron .... 

. 26.G0 

War Blaster ... 

. 5-99 



Can’t find what you want? Then send for out free catalogue of Atari software 
All Atari fMjit orders include free membership of the Callisto Computer Club 



All prices include VAT, postage and packaging tor UK orders over E4.00, Please add 40p for orders under £4 
EEC countries add £1 per order. Non-EEC countries add Cl for first item and 75p for each additional item 

Make out cheques and postal orders to Callisto 
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Got a point 
to make? 

Got any 
questions 
to ask? 

Write to 
Mailbag 
P.O. Box 54 
Stafford 
ST 16 1DR 


THE ALTERNATIVE 
VIEW 

I am writing in response to 
the Alternative Micro Show 
held in Stafford. This was 
the first Computer Show 
that l have attended and it 
won’t he the last! 

All that was missing was 
Father Christmas as it was 
a veritable grotto of Atari 
8-bit delights. It was a won¬ 
derful experience to wander 
around actually buying soft¬ 
ware which I had previously 
only read about and loads of 
bargains to boot. 1 made 
four new Atari friends all of 
whom have written to me, 
after a year of thinking I 
was the only one out here* 
What a lovely bunch of peo¬ 
ple all the Atari owners are 
from the 'big boys' like Cal- 
listo and Page 6 down to 
some small 'two man' 
stands like Dean Garraghty 
and Derek Fern, Nothing 
was too much trouble for 
anyone and 1 thank every¬ 
one concerned for putting 
on a grand show. 

The one thing I did notice 
was that, by far the largest 
crowd were Atari Users* 
need I say morel After five 
hours of aching feet, I trip¬ 
ped back to Liverpool com¬ 
plete with 2B new games 
and programs, approximate¬ 
ly £120 lighter hut what a 
day! Well worth it, I will de¬ 
finitely be going again in 
1990. See you there! 

Keith Taylor 

Merseyside 


FROM FAR AWAY 

I travelled down to The 
Alternative Micro Show and 
Electronics Fair, a return 
journey of about 4-00 miles 
and I must say it was well 


worth the journey. I have 
already put the date of next 
year's show in my diary as a 
'must 4 . 

It was good to see the num¬ 
ber of companies and User 
Groups that support the 
Atari 8-hit and to see that 
Atari is not just a games 
machine. Advice was freely 
given by both companies 
and User Groups and you 
were not pressurised into 
buying goods. Unfortunate¬ 
ly the pocket and cheque 
hook were not big enough to 
buy all the bargains. 

1 was also surprised to see 
the amount of support 
there was for the other 8-blt 
machines. 

T,W. Wood 

Hartlepool 

and from an 

EXHIBITOR 

I'd just like to let your read¬ 
ers know what a great show 
the Alternative Micro Show 
was. I was exhibiting at the 
show and had a great time. 
Not only did I have a profit¬ 
able day* but had great fun 
trying to answer people's 
questions and also picked 
up a few bargains for my¬ 
self! If there is anybody out 
there who didn't go* then 
you missed a good day. I 
made a few interesting dis¬ 
coveries during the day* 
people still want software 
on tape and the most popu¬ 
lar type of software Is utili¬ 
ties. 

And now a few questions. 
Are Silica Shop still sup¬ 
porting the 8-hit Atari? 
Secondly, where can 1 get a 
printer ribbon for the 
XMM801 printer? I remem¬ 
ber you saying in an article 
that this printer is really 
just a Shlnwa CF80, so does 
this mean I can use a Shin- 


wa ribbon in my printer? 

Dean Garraghty, 

Doncaster 

ft is great to get your feedback 
ore the Alternative Micro Shorn. 
We had a great time hut were 
curious to knotu hone ul&ttors 
uxiukl react since, by no 
stretch of the imagination* 
this one the ifve flashy 
Atari Shows from yesteryear. 
ft was relatively smalf and 
mined a lot of di fferent compu¬ 
ters Leith radio, electronics 
and afl sorts of odds and 
frncis but it had more excite¬ 
ment than f have found at any 
shorn sif \ce the uery/lrst Atari 
Shaw ft mas relaxed and in 
teresting urtth plenty of room 
to toander around in comfort 
and lots to discover We didn’t 
need to sell a great deal, since 
the stands taere so cheap , yet 
we had a great day and made 
more money than at the last 
Atari Show at Alexandra 
Palace! 

Tfie organisers hone an 
Amateur Radio Rally booked 
/or the end of April at the Na¬ 
tional Motorcycle Museum in 
Birmingham and asked ns if 
we would be interested in 
coming along to a small Ein- 
sferi and Atari Show to be 
held at the same time. Most 
definitely! This is likely to be 
a very small. Informal show - 
a chance to meet and chat - 
and we inti! let you knoia next 
issue if d comes off. We mill 
also give you details of next 
year's Afiematioe Micro Sham 
as soon as iue krtouJ the de¬ 
tails, that 's for sure! 

As for your questions. Dean. 
Silica are stiif supporting the 
fl-bit but orilyjust, they only 
seem to be interested in what 
they haoe left In stock and, 
yes. a Shinwa CPS0 ribbon 
does f it the XMM801 , Try any 
of the 'blank disk merchants 1 
you see in Computer Shopper 
and the like or, as a last re¬ 
sort. an office supplies shop 
You'll pay a/ortune at the (al¬ 
ter thoughl 


TRUE CONTACT 

I thought I would drop yon 
a line to say a very big 
thank you to the mag for a 
somewhat unusual reason. I 
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appreciate the articles, re- 
views and so forth hut I 
have a special reason for 
being grateful. 

You say you are always in¬ 
terested tn new uses for the 
Atari, well how about com¬ 
puter dating! Let me tell 
you a Little story. A few 
mouths ago 1 replied to an 
ad In your Contact column 
for a penpal, purely to ex¬ 
change ideas etc., I found I 
was corresponding with a 
lovely Lady of similar age 
and interests. Gradually 
Tcrtpro files were flying up 
and down the country at an 
Incredible rate anf things 
progressed to three hours 
on the phone every night 
(should get modems!]. A 
while back we met and hit it 
off Straight away, love 
reared Its head and we are 
now planning our futures 
together! 

I bet you didn't realise 
what goes on through your 
Contact column! Thank you 
from both of us, without 
Page 6 there would be no 
romantic evenings around 
the keyboard because we 
would never have met! 

AIL the best and long live 
Page 6 from two devoted 
readers, 

Hob and Fran 

.Vice story! Reminds me about! 
Harry Clark many years ago 
[although he didn't jail in 
love!}, anyone remember that? 
Are i ion stilt around, Harry? 
Trouble ts, the Contact column 
ts note going to be inundated 
with penpal requests, No per¬ 
sonal ritteas, please! 


NINJA AT LAST 

I have recently written to 
System 3 about a conver¬ 
sion of either Last Ninja 1 
or 2 and their late at game 
called Myth. 

They answered my letter 
saying nothing has yet been 
produced but hopefully 
sometime in the neat future 
a conversion will take 
place, I was overjoyed and 
I'm sure all those 8-bitters 
out there who have been 
waiting for The Last Ninja 
will be too. 


1 have a complaint about 
your mag. Not enough re¬ 
views for the 8-bit Atari. 
There is far too much on 
the ST, after all there are 
lots of mags for the ST and 
only one for the 8-bit. Also 
could you add some colour 
pictures to the mag. The 
Tipster, however, Is great. 

Stephen Gray 

South Shields 

P S. Could you please print 
this letter? 

Okay, Stephen, printed it is. 
even though It will make The 
Tipster even more difficult to 
keep under control! 'I?re Last 
Ninja is definitely being can- 
verted to the 8-bit although 
not by System 3. You should 
find it out on another label 
taier tn the year. As regards 
reviews jar 8 bii prod ucts 
u>e ve said If before and we ll 
say if again. If products are 
released we mil! reuiew them. 
We cant write reuietus ori 
non-existent games. Every 
8-bit game we receive for re¬ 
view is reviewed. One or two 
get missed because com¬ 
panies don't bother to send 
tliern to us. If you like irritirig 
letters why riot turtle to every 
company that issues a rteLU 
8'bit game to ask them tf they 
have sent NEW ATARI USER a 
reuteLL 1 copy. Thai would help 
us and make sure you could 
read the review. 


NO ARENA 

After finally completing all I 
Can in Alternate Reality! 
The Dungeon, I was wonder¬ 
ing if Datasoft were ever 
going to release The Arena 
on any machine, let alone 
the 8-bit Atari! 

Could you please find out 
for me if they are going to 
release It as 1 am desperate 
for something new to play 
on my trusty old Atari. 

Andrew Hedges 

Basildon 

Sad news, Andrew Datasoft 
were bought out by another 
company and there are no 
plan s fa continue the Alter¬ 
nate Reality series on any 


computer. Although the Arena 
was partly written, the new 
owners pulled I he plug on 
further development and It 
looks like if wtU never appear. 
The chances of another com¬ 
pany picking it up, particular¬ 
ly for the Atari, are very slim , 


PASCAL 

Please could you tell me if 
you know whether any ver¬ 
sion of Pascal has been pro¬ 
duced for the 8-blt Atari. I 
have an XL with 1050 disk 
drive and! I assume that I 
would have to advertise for 
s second hand version, but 
as It Is just to keep my 
wife's hand in with this Ian- 
guage, this would not be a 
problem. 

K L. Laidlaw 

Hinckley 

The only £teo versions of Pas 
cal for the 8-bit Atari that we 
knouJ of are Draper Pascal 
and Pascal Language System 
by AFX, both issued many 
years ago In the States but 
neuer available over here. The 
chances of getting a copy nou' 
are remote but you might be 
lucky . The company that 
Issued Draper Pascal is Drop 
er Software, 307, Forest 
Grove , Richardson, Texus 
75080. U.3.A, Whether they 
are still around is anybody's 
guess. AFX was pari of Atari 
and has tong since dis¬ 
appeared but some AFX prog¬ 
rams are still around. 


XL/XE TO ST 

My son has recently had an 
Atari ST. He would like to 
lcam typing skills and the 
small program K-TYPE in 
your magazine looks an 
ideal way to help. Could you 
tell me whether there is an 
easy way to change the list¬ 
ings for use with the ST or 
do you have the listings to 
enable him to type it in? 

K. G. Mew 

Shrewsbury 

This enquiry is typical of 
many ujc receive from people 


who want to run the listings 
(n NEW ATARI USER on their 
ST but, unfortunately, it can 
not be done, at least Fiat easi¬ 
ly. If you were a very goexi 
programmer you could find 
ways la convert a program , or 
rather fake the basis of a 
program and rewrite it. hut 
them ts no other iuay to use 
XL/XE listings on your ST, 
There is an XL Emulator avail¬ 
able in the public domain but 
It is not suitable/or beginners 
and mould he very difficult to 
use unless gau lucre already 
familiar with the XL or XE- 
Sadty. the ST ts not a prog¬ 
rammers machine in the same 
way as t he 8 hit Atari is arid 
in most cases you toil! haue to 
resort to buying commercial 
software , Hauing said (hat, in 
thus instance. tiaip is at hand 
for we have an excellent new 
typing Tutor written in ST OS 
available as part of oar public 
domain libiriry. The program 
is belter than some of the full 
price commercial programs yet 
costs a mere £2.95! If you ha- 
uen 't got our latest Accessory 
L Sbop tgidafe, drop us a line or 
give us a ring. 


STACEY 

My family has owned two 
8-blt Ataris for several 
years, a 600XL and an 
8O0XL. These give us a lot 
of pleasure, as does reading 
your magazine. From time 
to time we get problems 
which tempt ns to write to 
you for a solution but a ten¬ 
dency to procrastinate 
means we never do - until 
now that is. Reading Issue 
40 has left us with a ques¬ 
tion which compels us to 
break the habit of a lifetime 
and actually write to ask - 
what la Stacey supposed to 
do? 

R Beardsmore, 

Newark 

Glad tu see someone reads 
the cryptic messages/ Stacey 
was supposed to help us Out 
in all surfs of mays and gener¬ 
ally be a nice person. Trouble 
is she upped and left us last 
year for a "better'job but she 
still comes back to see what 
fun she is missing! • 
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CO FlYINC I 


Treat yourself 
to the flight of 
a lifetime 


for £34.95 


(norma! recommended price) 


note tM « m>,i 


SimulaW '' 11 wi,( no1 ' U ' 10 


XFSS1 drive 


>? 32 U‘ 'v 

• J!S± &' - • i.- L 1_ 

V. 

• ,* T«-> V/. 


LEARNING 
TO F LY 


and we’ll teach 
you how to fly 

for nothing ! 


WITH 

FLIGHT 

SIMULATOR 


This book 


Get yoursell a copy of one of the best prog¬ 
rams to have been written for the 8-bit Atari 
and we’ll send you a copy of Learning to Fly 
worth £12.95 absolutely FREE! That’s a grea 
offer on a great program 


with each copy of Flight Simulator li 


Use the order form on page 49 or send your written order to PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

Telephone orders accpeted on 0795 213928 using Access or Visa___ 
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Explore the Western USA 
Scenery Disk 1 Scenery Disk 2 

Limited supply only Very limited supplies 

Scenery Disk 3 Scenery Disk 4 

Scenery Disk 5 Scenery Disk 6 


all at £12.95 each 


Scenery Disk 7 - Washington to Miami 
Scenery Disk 11 - Lake Huron and Detroit 

* Limited supply only 


These disks are available NOW and exclusively to readers of 
New Atari User. Our information is that these are the last remaining 
stocks Sublogic hold so it's first come, first served! 


For the first time - all the Scenery Disks for 
Atari 8-bit available together. These are the 
last remaining stocks of these disks available 
Buy now or be forever disappointed! 


San Francisco Area STAR Disk 
Japan - fly to more exotic lands 
og- Western Europe* 

tari Very limited supplies 

FI V all at £14.95 each 

jreat 
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XL/XE CHEATS 

THE 



A rt you stuck on one of your favourite games? Wouldn't 
it be nice to see what that next screen is like, if only you 
could last long enough to get to It? Now you might be 
able to, if your favourite game is one that The Tapesier recog¬ 
nises, for this utility, written especially for cassette users, enables 
you to amend certain games to make them easier to complete, 


TYPING IT IN 

The program listing contains a number of REM statements 
which refer to various games. Type the whole listing in as it 
stands and CSAVE a copy as your master, Alternatively you can 
create up to fourteen different programs by typing in only the 
DATA statement that refers to the game you wish to modify. You 
must ensure that the REM statement is left out and that only the 
word DATA and the numbers following are typed in. If you do 
the latter then the TYPO codes will not match so it is best to type 
in the lines wtth the REM statements and then remove them 
when you know your typing is correct. 


RUNNING THE TAPESTER 


You next need to create special listings for whatever game you 
wish to modify, if you have typed in and saved separate listings 
then you may just run the appropriate program. If you just typed 
in the master listing you should CLOAD that and then remove 
the REM statement from the appropriate line leaving only the 
word DATA and the numbers following. 

Now place your game tape in your cassette deck and press PLAY- 
RUN The T a pester program and it will load the game and alter it 
before the game runs. Whatever cheat you have installed will 
then be in place and you should be able to get further than ever 
before! 


HOW IT WORKS 


For those who are interested in these things this is, briefly, what 
The Tapester does. The program sets up an IOCB in page 6 
which loads in the first four bytes of a machine code hie, The 
first and second bytes are ignored but the third and fourth bytes 
tell the program where the game loads in memory (high byte, 
low byte).. The game is then loaded in at this point and then the 
extra data from the Tapester program is added at the appropri¬ 
ate point. 

There is no formula for amending a game. All these cheats were 
discovered by trial and error using a disassembler. It takes a long 
time! 

Anyone got any more cheats That can be added to this 
program? NEW ATARI USER would be delighted to publish 
amendments or enhancements to this program , li'rite to 
NEW ATARI USER, P.Q. Box 54 , Stafford f ST16 WR. 


cs 1 rem ummommmm i tm it nu i mttinm i m i11 BB tHttt 
vl 2 REM B THE TAPE HACKER » 

LT 3 REM IT fay t* 

HU 4 REM B Oar>ipl H#ICh » 

MG S REM IT w 

5H 6 REM H-“—-—“—--" ** 

LT 7 RE M tt NEH ATARI U5EB February 90 B 

CZ 8 REM I I III II I IIII IBTtttTM UimiUmmiTBWMI l I IIII HI TIHttt* 
AX 10 GRAPHIC* 0:7 "PLEASE WAIT * * . *" 

TO Z8 READ A:IF A<2Gfe THEN POKE 1536+1.A! 
I-I+l1C=C#A:GOTO 20 

HO 30 IF CO A THEM 7 !? '‘[^RROR IH DATA* 1 \ 

END 

ST 40 ? "LOADIHG * . . " 

VV 50 Z-USR Ct.5353 

HR 60 DATA 169, 1 2*162, 1 6.141,52* 3 .32, 6* * 2 
20,169,3,141,62,3,169,67,133,203,169,5 
8,133,204,169,203,141,04,3,169 
HZ 70 OAT A 8,141,85,3, 169,4„141,90,3,169, 
120,1*1,91,3,162,16,32,86,228,169,7.14 

1,02,3,169,205,141,84,3,169,0 
IC 80 DATA 141 P 85,3,169,4,141,86,3,169,0, 
141,89,3,162,16,32,06,226,160,3,105,20 
S P 0,145,267,136.16,240, 165,207 
KE 90 DATA 24,105,4,141,04,3,165,200,105, 
0,141.85,3*169,255,141,88.3,141,09,3 P 1 
62*16,32.86,220,169,12,162*16 
IL !•» DATA 141,82,3*32.06,220 
MJ 110 REM ur.lilM l-Tr> <WtHia DATA 169,169*14 
1,95,56*169,0,141,96,56,76*64.48,14028 
J6 120 REM iiHiT-14i E ia:i4:ra DATA 169*173,141* 
145.57,76*0*36*13545 

MR 136 REM BTI3JH4I DATA 169,11,141,144, 
61, 76.170,56,13506 

DJ 140 HEM [iW Af-HI HUB3 DATA 169 

,234, 141,94,72,141,95,72,141,96,72,76, 
30,35,14224 

uz Isa rem Eiraraa ai cnu-cii data i 

69,0,141*94*31,76,34,24,13317 
KL 166 REM Err*!Eli IT-H>34:1 DATA 169,234*14 
1,239*17,141,240,17*1*1,241,17*76,0,12 
,14433 

TL 178 AE» KTiSJTtt LI-UMtl DATA 169*65,141*19 
,81,76,0*40,13347 

pc 1*0 hem rim anna ca-wa data 159 * 23 *, 

1*1,143 * 40*141,144,48 *141,145,40,76,84 
,27*14313 

H4 190 REM CTEEM DATA 162,10, 109,140,6 
, 15 7, 124,18, 20 2, 16* 246, 76,8,8,169,173 , 
141,96,21,141,18,26* 76*67*20,15068 
DZ 200 REM GgEHS ritfirra DATA 169*255,141*19 
3,44,76,35*44,13705 

GP 210 REM El'EEGlSi DATA 169*95,141*145,14 
7*32,6*147, 169,234,141,7,23*141,8,23,1 
41,9,23*76,8,7,14633 

OH 220 REM EUrtlffil:! DATA 169*96,141,164,34 
*32,198*33,32,18*34,L69,190,141,1BS,13 
2*169,132,141,189*132,76*3*128,15409 
CL 230 REM tUTTm^n 6ATA 169,234,141,114*13 
4,141*115,134,76*0*86,14092 
OM 240 REM DATA 169*96,141*49*16, 

32*5*16*169*234*141*58,94*141*59*94,76 
,O,40,14357 
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Mere s what you can do to your favourite games 

BATTY BUILDERS 

makes the player immune to 
falling bricks and dynamite! 

STRATOSPHERE 

Infinite lives to make the 
game a bit easier! 

F1REFLEET 

removes collision detection 
so that you can fly through 
anything! 

CAPTAIN STICKY’S 
GOLD 

Infinite lives again! 

ATTACK OF THE 
MUTANT CAMELS 

Get your own back on those 
camels with indestructibility! 

CRYSTAL RAIDER 

Infinite lives! 

HOVER BOVVER 

Now you can start up to 
level 16! 

SUNSTAR 

Infinite energy! 

ROBIN HOOD 

255 lives to make things 
easier! 

DIAMONDS 

Complete this classic with 
infinite lives! 

THRUST 

Infinite lives again! 

PANTHER 

Infinite lives! 

AIRWOLF 

Have a go at level 5 * it’s 
unbelievable! 

DAN STRIKES 

BACK 

Crack this old favourite with 
infinite lives! 


Daniel Welch's program 
could put the Tipster out 
of a job! Now you can 
cheat on over a dozen 
top Atari cassette games 


DISK BONUS 


BRIK-BAT 

by Trevor Briscoe 


A superb variation on one of the 
all time classics with a construction 
set to build your own games 



Brik-Bai is a game for two players (one can be the compu¬ 
ter) who control bats at either side of the play area. The 
object Is to finish the game with more points scored than the 
opponent. The game ends when the game timer runs out (if 
operating) or when either player has no bats left. The player 
with the highest score wins regardless of the number of bats 
left. 

Many great features including 

Up to 100 screens per set Special Bricks 
Laser Cannon Fire Slow or Fast Balls 

1 or 2 players 

BRIK-BAT Is a real challenge for players of all abilities! 

PLUS 

BRIK-BAT CONSTRUCTOR 

Create your own screens or modify the existing screens with 
the Brik-Baf Construction seL Lots of features in the easy to 
use edit mode. Hundreds of screens may be created and 
saved to disk or cassette to create your own unique version 
of BRIK-BAT. 

The are comprehensive instructions for the game and con¬ 
struction set on the disk and further printed copies are 
available on request. 


BRIK-BAT is the BONUS on this issue’s disk. Disk sub¬ 
scribers will have received their copy already but the disk 
Is avsllable separately for just £2.95, Send a cheque or 
Postal Order with a written order to PAGE 6, P-O Box 54, 
Stafford ST1G 1DR or use the order form on page 49 


BRIK-BAT IS ALSO AVAILABLE 
ON CASSETTE - SEE PAGE 49 
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PROGRAMMING 


MACHINE CODE 


In the sixth 
and final part 
of this series, 
Stephen 
Williamson 
presents some 
odd routines 
to include in 
games or 
serious 
programs 




T here is no theme to this, the lost 
pact of the Machine Code Library 
series. There are four short unre¬ 
lated machine code routines that can be 
used in a variety of ways. 

All the source code listings were written 
using the MAC/65 Assembler cartridge but 
should work with all Atari assemblers. 

For non Machine Code users 1 have in¬ 
cluded BASIC listings that set up the 
machine code routines in a BASIC prog¬ 
ram. No knowledge of machine code is 
needed to use the BASIC versions. 


A QUICK FLASH! 

The first routine adds a flashing cursor to 
the standard text (Mode 0) screen. Lots of 
computers, including the Atari ST, have 
flashing cursors built into the operating 
system. A flashing cursor is especially use¬ 
ful in word processing. I am writing this 
using Superscript (the best word processor 
for the Atari XL/XE). When the screen is 
full of text a non flashing cursor con take 
a frustrating amount of time to locate 
whereas Superscript's flushing one is al¬ 
ways noticeable. 

Location 755 is known as the Character 
Mode Register. Various values can be 
stored in this register to affect both the 
cursor and the characters. A Zero is nor¬ 
mal inverse characters, 1 is blank inverse, 
2 means normal characters and 3 is solid 
inverse. Poke 755 with a value between 4 
and 7 and the characters invert! Impress¬ 
ive - but not a lot of practical use. The 
cursor is transparent with values 2 and 6, 
and absent with a value of 1, 

The cursor flash program sets up a Vertic¬ 
al Blank Interrupt routine that alternately 
puts a value of 1 and 2 in register 755. 
This switches the cursor off and on. 

Listing 2 is a BASIC routine that sets up 
the VBL After the program stops at line 
110 you can then do all onscreen editing 


with the flashing cursor. You can type In 
all those program listings without fear of 
losing the cursor in o mass of text. 

One effect of the routine is that all inverse 
characters also flash. This can be a useful 
means of highlighting text or messages in 
o program. For routine editing purposes I 
have stopped the user from writing inverse 
characters by storing a value of zero in 
register 694, the Inverse Character Flag, 
This trap can be removed by deleting lines 
270 and 280 in the source code or by 
adding the commands found in line 1G0 in 
Listing 2. Three NOP (No operation) in¬ 
structions are added to the machine code. 
The speed of the flashing cursor is contmi- 
led by the DELAY register (205). This is set 
to a value of 8. To change the rate alter 
line 190 in the source code or add a line 
55 to the BASIC program: 

3S POKE £04, n 

where n is the delay value that you want 
to use. 

GRID EDIT 

Listing 3 is a routine to put your Atari 
into grid edit mode. Of all the routines in 
this series this is perhaps the least useful 
unless you do a lot of maths in squared 
exercise books and miss the square en¬ 
vironment. h is a routine searching for an 
application. Write to New Atari User if you 
find something to do with it. The routine 
works by modifying the standard Atari 
character set. By performing an ORA oper¬ 
ation, a vertical line is added to eaich char¬ 
acter and then a horizontal line is added 
to the top of each character. When editing 
in this mode all letters fit inside the 
squares that make up the gnd. 

Listing 4 is the BASIC version. Hope you 
are impressed! 
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2■ J MACHINE 

CORE LIRRA *V 

3* 3 By Mrgi 

Hi 1 1 i ft Hi dti 

4* i roe NEM 

ATARI USER 

SB |PART E - 

TSARS AMR 

ENOS 

11 J LlSTXHEi- 

1 - DUISGR FLASH 

11 

*T 

(SIS 


14 

.OPT OBJ 


BIBB 

BE TABU 

~ E4460 


*114 

5VSU9U 

r 64463 


BIZ* 

enntt = 

m 


• 11 * 

C Otl H T - 

744 


BUI 

BIEL BY' = 

I«I 


fl 15B 

M L AS = 

7*6 


OILS 

LR* 

tt* 


mum 

5TA 

COUNT 


*14* 

it A 

f LAG 


41 H 

LR* 

Bp 

ChftOfR VFlUF t* 

4 2 IB 

ST 6 

«L*7 

itfHt 

BZ3.I 

L4A 

UB 


42 ?■ 

LIT 

Hysiou t ftzls 

• 73* 

LAM 

riUftOOilT/ZSft 

*HI 

JSI 

SETOBU 


B2SR 

RTS 



*14* 

J 



12 7* 

TIBIDUT 

LRA 04 

0*1*1ft Uftd IBB 

( 2*1 

5 TA 

(34 

and III (d JlLow 

•m 

INC 

COUNT 

1 ATT >1-4. 

61*4 

LRA 

COUNT 


•HI 

□ HR 

RE1AV 


*11* 

BNE 

EXIT 


*31* 

LRA 

n 


*14* 

ST A 

COUNT 


its* 

LRA 

T L At 


*36* 

CM* 

tt* 


Fill 

BED 

CURSEROH 


• ]** 

CURSBHCFF l» a »j 


*33 4 

5 TA 

CHART 


«4*B 

LRR 

(A* 


*41* 

ST A 

FLAG 


• I2B 

JW 

SVTU1V 


• 41* 

CUR5EHOM LDA 412 


■ 4 4* 

Sift 

CMfttT 


HH 

LRA 

HI 


*4*4 

If ft 

f-LAli 


*474 

JW 

SVSUIU 


• 4*4 

EXIT J HP -sVVUBU 



ML LSI REH MACHINE CORF tJSBCBV 

nn is rem by )i#ph#n MiLliimon 
Pit IS REH lor Nry mri ustr 

LI 41 HEM PAST G DPS) ARP EHR9 

IP !i 0 REH LISTING 4 - GRID EDIT 
*fr ** 6IH 4*1*5 fftO) 

07 ?S FOB Nt± TO 7E 

BK 11 RE PR ft:GRIP*f N , N } =f Hft¥ ( A1 

K» » NEXT N 

HL 111 If - if SR 5 OPR lliR IS B1 ) 

TJ lie STOP 

BP 1J6 DATA LIB , 111,6 ,1*1.,L)OlZ jlll>1iLSI 
Ill, 107,4,1*4,IAS.A, TtS,? f lll 
OL 1J« RATA 157,*.H5 1 tM J « f 2IS,»,IIB,l*t 
J#d 1*6, tj LI*. 167, *, 147*133 

BP Ul BATA Ml, m, ill, 144, ML 1H . t< HI 
.»,It*.*.)«),7GB,117.1.4*4,i*7,«,llS P l 

S7 

OV ABO PAT A • »14t,197.*,i*7>131k?4*.4L9*<7 
, 2P6. 76A, 1517, ***, 731 - »6 


Left and above * Listings 1 
and 2 - the Hashing cursor 


Right and far right 
■ Listings 3 and 4 - Grid Edit 

Other listings overleaf 

* 

THE RANDOM FACTOR 


Nl. Ilf PER WfCHIHt COPE LlOPOR* 

MO » PER bU StBphBN Hilla3»SO0 

PK 10 ppn for new Atari User 

LI 4* REM PAPT ft - BPPS ABB F MRS 

UH SB REH LISTING I - CURSOR FLASN 

K44 ll rOH H=e TO 7fl 

TE 7* REAP a: runt 1S3IIK.S 

HP 44 REMl M 

55 *4 A-USRIISIO 

111 HEM APB POKE 1536*23.13*I POKE IE 
1441*,IJ4‘,POHE 10IITI1.214 TO ALLOW 
INVENT KEV 
114 STOP 

1Z4 DATA 104 , IBB ,1,111, IB* .. Ill, 206 , 11T 
,4.111,103,, 21 , 101 ,g, jz, Tijzz 
4 

134 BAIR 06,164,0,141.1«.?, 130, 204,14 
9,704,147.1*5.70S.14.169,1,133,104,166 
, *44 

140 A AT A *01,0,14(,lI,llf,l,141 f 24J,l, 
ie*.o,iii r m N 7e,fs,iH,iiM, iii.hi 
fD is* Dili 7.160.1,131,244,76,05,216,76, 
S5,22S 


PA 


! J 

Tr 


ou 


PH 


SPEED OF SORTS 


Listing 5 docs hove a use, especially if you 
are programming a card game. It simu* 
latcs shuffling a deck of cards but can also 
he used whenever you want to randomly 
sort a group of numbers, It is copied from 
a section of Las Vegas Casino which I 
wrote for Zeppelin. 

tine 160 determines the 'depth’ 1 of the sort 
which simulates how long the shuffle goes 
on for and the chances of an Individual 
card remaining in the same position. The 
depth' is set to 100 but this can be altered 
in line 160. 

Lines ISO to 250 place the 52 values that 
represent the cards in order storting from 
location 19000. This stack area is given 
the label STORES and represents the deck. 
At this stage the program simulates a new 
deck of cards when all the cards are in 
order, The shuffle routine (lines 2&0 to 
500} then randomly rearranges the 
numbers. 

To sort less or more than 52 numbers alter 
line ISO, or in the BASIC version (Listing 
6), change the value of the variable HI in 
line 70, 


The final routine is an example of a 
machine code sort. There are many appli- 
cations where data needs to be sorted and 
there ore various methods of doing this. 
The insertion sort puts a mixed group of 
numbers in ascending order. If you want 
descending order then just reverse all the 
numbers once the sort is complete. The 
program can sort any number of values 
but each value must be between 0 and 
255 r because computers don't like count¬ 
ing above 255, 

The Insertion Sort is not a particularly 
quick sorting method but is one of the 
simplest to understand. A sort of over 50 
numbers takes a few seconds but that is a 
considerable improvement over the BA5IC 
version of the Insertion Sort, This type of 
sort is not recommended for large numbers 
of data - your Atari could be kept busy for 
a long time sorting a group containing a 
few thousand numbers,. There are sort 
routines which are quicker but they are 
much more compiex. The program works 
through the stack of numbers examining 
each pair of numbers it finds. If the first 
number is larger than the second, it swaps 
the pair of numbers argund. If a swap 


Li ) - 

«... 



3* !lH St*U* 

Hi IllIMSon 

44 ;for 

MEN ATARI (JSCS 

9* F*ft*T 

• - 

0*09 AMO ERRS 

64 MISTING 

3 - GRIP FRIT MO DF 

7* |—- 

— 

---- 

*0 

*= 

24444 

*4 

APT OBJ 

•IB* fiHSET = 

■ 7344 

411* CHRASE 

- 16*64 

91H 

if B 

H4 Ghinjf colour. 

*13* 

ST A 

710 




BI9I jCopy standard charactir ivt to 

•IBB JCHBASE 

. P»rfq»rn DR DpmTion 

BUB jib 

*44 

hOFiZOOEft1 lift*. 

•1** j — 



*166 

LAM 

W* 

■ t** u 

LRA 

CMSET.N 

RUB 

ORA 

HUB 

*22* 

ST A 

CHOOSE,I 

4)3* 

LAA 

C>H9ET*I56.X 

4 Z 44 

ORA 

S124 

429* 

Mi 

CHNftSCf296,K 

BZBB 

LRA 

GBSET* 612 , K 

4)7* 

ORA 

HI24 II06 

02*0 

STA 

CMDASE + 51Z. M 

Ilf* 

LRA 

CH3ET*7**,M 

Bill 

044 

HUB 

BILB 

ST P 

CHBASE* 769,N 

BJZB 

Ink 


0330 

BRE 

Li 

4340 

% OA 

N14 4 

BIBB 

5TA 

7 S E 

lit* 

LOW 

NB 

i 

i 

a 

rv 

W 

V 


- —---— —- 

■ IBB- ; Add 1 in* to top of rhar ac t err k . 







**** LI 

LAV 

M 

*41* 

LBd 

HZ E B 

• 42* 

sro 

CHlftHr H 

*43* 

ST A 

CMEDSE+ISt.K 

*44* 

SI A 

CHBAU*911,tt 

4 4 5* 

ST A 

CHKlIEtTSI.K 

4464 L3 

INK 


4474 

3NV 


4444 

EPF 

u? 

44*4 

BNE 

L 3 

• S4B 

1 PIN 


*91* 

BNE 

L2 

*574 

ITS 



occurs then a flag is set to 1 (lines 400 and 
410). The routine keeps doing this, going 
up and down the stack again and again 
until no more swaps are possible i.e. when 
the FLAG value is zero which means that 
all the numbers are in ascending order. 

Lines ISO to 230 in Listing ? and lines BO 
to 100 in Listing 8 put random numbers in 
the stack area (labelled STORES), but of 
course this part of the routine can be de¬ 
leted if the routine is part of a program 
that has already allocated values to the 
STORES, In the machine code version 
STORES start at location 19000, but to 
prevent a dash with other areas of a 
BASIC program, the BASIC version puts 
the stack starting at 1536. This restricts the 
maximum number of data to 256 in the 
BASIC version. 

So that's it - the end of the series, t hope that 
you have found some of the machine cade 
murines useful, Atl the rau fines have been 
written fa be adaptable so that you con cus¬ 
tomise fhem for your own programs. If you are 
not already a machine code programmer then 
l would recommend teaming machine code - 
its mare difficult than BASIC buf its not that 
difficult and it does allow you to do so much 
mote with your Atari # 
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1*1 "" 

3* fNAetlJAi COPB LIBRAHT 

3 ft j By Sieve fflllltni cn 

4ft jfor RIN ATART USES 

9* J! PART 

0 - DSBS AN* END 

GO j LISTING 5 - iwirmE 

7* j- 


B0 

0= 0000O 

0O 

r OPT OBJ 

*10ft STORE* = 1*0*0 

0*10 COUNT - E04 

01Z0 nu Mb e ft = Zftft 

oil* % - 

“--- | 

*14* )Fl(i Stores With 

4150 jcd 

DfflUtlVf M40W* 

0100 J — 


**70 

L0R UlftB 

**#• 

STB COUNT 

0*0* 

1*0 HI 

*3*4 

STA NUMBER 

PXl* 

LON N0 

012* LI 

1HA 

*13* 

it* stores, w 

•24* 

INK 

0Z94 

CAN MMKI 

■XI* 

ONE LI 

037* S — 


*Z0* ittndae shu r MS routirt* 

■ Ilf | — 


03*0 LI 

250 ftNft 

*31* 

TAH 

0339 

1*0 TTOm),* 

4134 

PNA 

0340 

JIN 00* 

415* 

TAY 

0 30* 

JL0* STORES. Y 

0370 

STA STORES,N 

*1*0 

PLA 

4390 

STA STORES, V 

04*0 

DEC COUNT 

0 41* 

L DA COUNT 

■ 4 30 

e hp no 

04 30 

ONE L E 

0440 

RTS 

0 46 B RNP LP9 53770 

040* LI 

CMP ■ lLHOE R 

047* 

BCG CHIT 

0400 

SEC 

#4*0 

S*C NUHHEfr 

• S00 

JW U 

B 610 CHIT NTS 






10 ; 




I* i MACHINE COPE LIDPART 


3* fly IllVt 

Hi 11 iipidD 


40 1 tor 

NFH ATARI USE* 


50 3 POR T 

* ~ 

PROS AND ENDS 


ON | L IS T INC 7 

- INSERTION SORT 

7N I 




4* 

tl 

3*00* 


34 

,4*T 



*1*0 STORES 5 

11**0 


0114 COUNT = 

204 


1 ISO FLAG = 

200 


0130 J 




0140 

LOA 

1450 


4100 

STA 

COUNT SHE Rf 

■ RF T 

0114 

It* 

«- 


4170 

ST* 

FLM 


01 Eft 

IP* 

» 


9119 LI 

Lt* 

5377* Fill *Eoi*E* With 

■ 100 

STA 

STORES,* rinddH 

numo's. 

0210 

IN K 



Ol?0 

CPH 

COUNT 


013* 

ONE 

LA 


OZ40 




OZ50 1SGRT ROUTINE 


ozoo 

— 



*Z7* L2 

LON 

■0 


fill 

STK 

FLAG 


0 Z 04 

LOT 

HI 


aiRfl li 

L*A 

stears, n 


■ 11B 

CLt 



03?* 

CMP 

STMTS.¥ 


0330 

8FO 

L 4 


0340 

BCC 

L4 


0390 

■PMA 



AIEfl 

L6A 

STORES,Y 


0 3 7 B 

St A 

STORES,M 


BAR* 

PLA 



■ lit 

STft 

STORES,? 


04 00 

LOq 

HI 


04 10 

ST* 

FLAG 


0420 L 4 

INK 



«4J0 

1HY 



9 440 

£PM 

COUNT 


0430 

B N E 

LI 


B4EB 

LDD 

FLAG 


9470 

COP 

O* 


04 C 0 

BED 

EMU 


B«1B 

JO* 

1? 


0900 EMIT RTS 



ML It IFH IMtHIHC C0Pf, LTt*^ 

Md ?A REM btf ilffJhtn ItUl i iPtmn 

ph 10 rem tor i** «tn usfr 

LI 4* 0CH tMT t - Dtp) AND f*DS 

Ut S0 REH LISTI IK t - sourrLE 

DI II CC.Ht»T=I0* ! MUMDtH-205 ; 5TQHE-1ST0 

HN 7 0 01-M 

tB 00 POKE (OUtl , IRilPOKt NUFBlLR.Ol 

VH 0ft FDR ft-0 TP 01 

OT 190 PONE t«TME,P( 

nit U« 0f *T H 

HI 1st FOB ■=* TO 40 

VI 110 fltto n;pm * 

TO 140 AlU)t(1516I 
1R l»t 4T0P 

DA 140 DATA 1*4,32,32,0,170,107,54,0*72,3 
I,W,t, lt#,l#Sj»4,t t l)>,SR,ft,l#R 
*.70 00 74 1SI , 54 . ft . 1 »*, 10*i IM - ?«* - IB1 « 

0 1 10# i lZ*,Si,171,ll,ZH,17f,?flS,l**iD, 

ft 

as 100 Mtt m.iBS Ft JD.D.lD 


ML 10 0EHI HACHIttF ffttE L1 BRAKY 
tw ZO REN ftp Stephen HilliiiHson 
RH 30 REH f*r *40 Atari Ui«r 
LI 40 REH PART O - BOOS A1B EHt) 

□C SB HtH LISTING 0 INSERTION SORT 
OH ft0 STDRESil434 
DV 70 Count—704 t■1-5* 

KH 40 FOR 1*0 to Hi 

UL 00 POKE JlOatftl.IlfttftH&EStNiROl 

r« IBB UMT I 

TO 1*0 FOR 1^1 1(1 tl 

EC 130 tent AlfpRT*EI > Iji=CHflf (At 

Fjfl 100 NEMT I 

..HI (It A-USR laow tfflOITJ J 

T0 IS* HOP 

00 KB OATH 104, 1*1,01 itt,Ztt,16lx 1, H», I 
,0,14, 21,7, 0.0,240.17.144,1ft, Tip ICS 
AP 170 OAT* t.ft,107,0,0,10*.1BX>0,i,102,1 
, 1TI, 70 0, m,l«.3U»,3*4,2«-lt*-I®S 
VU 100 **I* 300,301,0,*4*,0,100,3**,14,30 


Left - Listings 5 and 6 

- the Random Shuffle 

Centre - Listings 7 and 8 

- A useful Sort routine 
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MAPPING THE ATARI 

NOW BACK IN STOCK! Price £17.95 

The essential reference for afi XL/XE programmer* - you won't get far without it! Imported from 
America especially lor NEW ATARI USER readers - get your copy while current stocks last 

Order from PAGE 6, P.O. BOX 54, STAFFORD, ST16 1TB 
or by telephone on 0785 213928. Access/Visa accepted 

W e BU9g *.t you chock fur availability before ordering 00 thf« I* ■ vmrv ttvpuimr book 
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Expand The Capabilities Of 
Your 8 Bit Atari 



* ATARI O IS 17 CM 5* N£V RELEASES FftOfl Q, MARE SOFTWARE - &-BfT£9 * 


JOLTAN ESCAPE 

t 

i .95 ! 

DAUB 

E 

$-93 

ESCAPER 

l 

5.00 1 

CTBDR-STliN 

E 

5, 0-9 

4 - Z>DNE 

E 

5-93 1 

B.HABL 1 

l 

12 - 95 

FIVE DICE 

E 

%.BB 1 





please note - cassette vers eons will, be available on request 


* 

47AR1 

3T NEV RELEASES 

FROM 

[i. IMRE 

SOFTWARE - 

B . BlfTES i 

PENGU1N 

l 19.00 

1 

SUPER 

CARP 

i 24.05 

EELLT 

BOUNCE 

E 4. 

1 

J UN P 

JACK 

t 4, 99 

4 IM ■ 

ATARI 

ST EDUCATEDNAL 

i ft * * * m 

Faon 

S.V ARE 

SOFTWARE - 

R.BYTH5 > 


B-SPELL t H.95 I 

PLAY SPELL £ 14.9S I 

C0N$TuCTltlN SET t 9.55 I 

B IR1>S DATA DISK 2 £ O-SF. I 

OVER LOO ATARI 0 BIT PROGRAMMES 

ATARI 520STFT1 EDUCATIONAL PACK 
ATARI SZOSTFn EDUCATIONAL * CAM 

B.VAAE SOFTVAft£/B.0TTE3 V 

1$ SOUTHFIELD RD 
hINCKLET 

LElCS LtlO 1UA 
TEL &4S5 613377 


0.BASE 2 VEft 3-5 5 14-OS 

KID SOFT HATM5 £ 14.95 

AN INALS DATA DISK 1 £ 9.05 

S.SPELL * CONST SET £ 10-95 

IN STOCK + 3Q0K5 AND ACC£ 5 50ft1ES 

1359.00 

;s pack E399.00 

5A PRICE LISTS AVAILABLE 

PLEASE. Ill NO OR WRITE 
ACCESS STATE COMPUTER 

OPEN 9 - 6 
AM EXPRESS +10N 70 SAT 


PROGRAMS WANTED 


Your programs are wanted as BONUS programs for our issue 
disks What we need are machine code games or utilities that 
would be too long to print as type-in listings. Programs that have 
lots of support files to read in or things that fill an entire disk. 

How about games that were released commercially hut are now 
long gone. If you are the author and have the rights you can earn 
yourself a few boh more. We will pay you up la £100 for BONUS 
programs depending on their complexity and nature. There must 
be dozens of programs out there waiting to see the light of day, so 
send them to us. 

Make sum your disks are clearly marked BONUS and that the 
programs are adequately documented. Send them to PAGE 6, 
P,0. BOX 54, STAFFORD, ST 16 



SCAffPZSC _ __ XL/XE PI SC £ 1 + . V * 
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KASS-KOPY _ XESXE T APE £ 
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PjR; Connect Ion 


1 

Frontier Software 
P.0- Box 113 
Harrogate 
Worth Yorkshire 
HG£ QBE, 
Telephone 
{0423} 567140^ 
530577, 


Printer Connection 

1C D's Pri nter Conn eel i o n i & a Ceulron ics pa ra I lei 
printer interface for Atari's 0 bil computers which 
plugs into the computer's serial disk drive port 
and then directly into your Centronics printer ft 
works w iih most pa rail el pri nle ra and 3 bn sotiw a r a 
wilhoul the need tor special driver software and 
includes a built-in printer cable £29.95 

US Doubler 

Expanding the 1050 disk drive's strength \§ what 
IC D's U S Do Uhler i £ a II about. A 1 rue performer i n 
the area of hardware modifications-, this chip set 
quickly transforms your Alan into a powerhouse, 
radiating with innovative (ealures never betore 
possessed by a 1050. Features like true double 
density tor greater storage, single and double 
de ns ity s u ppo rt. a n accelerated I ^'O rate desig ned 
to triple your speed when combined with 
SparlaPOS and tull compatibility with existing 
Atari software. £29.95 

Sparta DOS 

This Disk Operating System has been widely 
acclaimed as the best DOS lor the & bit Atari 
range Spa r|a DOS from I CD s upports eve rythi ng 
Irom 010 disk drives through RAM disks to hard 
disks. A special menu allows; rapid transfer 
erasure and locking/unlocking of files using only 
the Space Bar, Option, Start and Select keys 
The utility package supplied also features a 32 
character keyboard buffer, intelligent switching 
between disk densities, a binary tile game menu, 
subdirectories nnd time.date stamping Ideal lor 
use with the new XF551 £29,95 

Sparta DOS & US Doubter Pack Only £49,95 

SpadaDOS X 

SpartaDOS X gives you all of the power ot 
SpartaDOS, but on a cartridge (with built-in 
cartridge pod tor attaching other cartridges} so 
that SparlaDOS is there when you need it £49,95 

SpartaDOS X & US Doubler Pack Only £7^1.95 

P:R: Connection 

Now you're no longer limited to Atari compatible 
printers and modems. The P:fi: Connection 
plugs directly into the serrai disk drive port ot any 
Atari 3 bit computer and provides the user with a 
standard Centronics printer interface and two 
RS 232 serial ports. It also draws its power from 
your comp uter wh ich m ea n s o ne I e ss cord f i g h ti ng 
lor a power point while its compact size leaves 
your work space virtually clutter free. 

The P:R; Connection s serial ports use a fully 
compatible Ft: handler and resemble those of the 
Atari 650 interlace with the same signals and 
functions E&9.95. 

Frontier Software also distribute all 8 bit OSS 
products such as Action 1 (£49.95), Basic XE 
(£49.95) r Basic XL (£39.95) and MAC-’GS (£49.9S) 
and Their associated toolkits (£19.95) and the 
remaining ICD products Rambo XL (£29.95) 
and R-Tim-eG (£49.95). Please write or phone tor 
our catalogue. 

All prices include VAT. Please add £2 30 tor 
postage and packing on orders ol less than 
£100.99. Frontier accepts VISA and ACCESS 
(Mastercard). All products available from all good 
dealers or direct from Frontier. 
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SPEIXBOUKD 

Many readers have sent in tips, maps and solutions on this one. 
Here is a compilation of all the information received on this 
game, 


W elcome to the first Tipster treats oft 990 ■ a warm and 
prosperous happy New Year to you all! I trust you''re 
getting over your Christmas vacations and settling down 


to some serious game-playing. 

Included in this cdifton are the answers to the prayers of dozens of 
readers a complete solution and map to SPELLBOUND and 
(he correct sequence of events (with mop} for ACTION HIKER. 


Firstly t though ,, / must kick off with the game that has received the 
most requests for hetp since The Tipster stepped into these pages - (he 
dreaded QUEST FOR ETERNITY!!! The most prolific help has 
been sent in by Raphael Espime of Peterborough r tfaphaei has appa¬ 
rently overcome the many hups In this pome and actually completed 
it! t would dearly love to set his hints/eoded answers out in 'Uncle 
Garry' fashion but f believe that the full solution would ease many 
minds right now. So here we go!! 


QUEST FOR ETERNITY 

THE FULL AND FINAL SOLUTION 

LOOK PANEL - ENTER ASP - N - GET SPACESUIT - S - S - E CONNECT 
PIPE - PRESS BUTTON - GET SCREWDRIVER - GET KNIFE * W > W - GO 
BED GET MANUAL - GET PILLOW * GET MEMORY - GET UP * LEAVE 
PILLOW - FIT MEMORY READ MANUAL - LEAVE MANUAL - E - N - N - E 

- WEAR SPACESUIT - PRESS BUTTON GO OOOH * REMOVE SPACESUIT - 
D - E - UNSCREW COVER - GET COVER - GET CIRCUIT W - U - WEAR 
SPACESUIT - GO airlock - press BUTTON ■ REMOVE SPACESUIT - GO 
DOOR - W - GET ANALYSER - E - S - S - E - REPAIR DATAUNK - LEAVE 
ANALYSER - W - N - N - E ■ WEAR SPACESUIT PRESS BUTTON - GO 
000R - REMOVE SPACESUIT ■ D - E FIT DATALINK ■ LEAVE COVER - 
SCREW COVER - W - U - U - E - LOOK DISH - PRESS BUTTON - W * 0 - 
WEAR SPACESUIT - GO AIRLOCK - PRESS BUTTON - REMOVE SPACESUIT 

- LEAVE SPACESUIT - GO DOOR - LEAVE SCREWDRIVER ■ PRESS YELLOW 

- PRESS GREEN - N - E - PRESS BUTTON - GO DOOR - E - E - CUT 
VEGETATION - CUT VEGETATION - LEAVE KNIFE - GET MIRROR N - GET 
VESSEL • W - REFLECT LIGHT - LEAVE MIRROR - GET BAR * S ■ GO 
AIRLOCK - PRESS BUTTON - LEAVE VESSEL - GO DOOR - S - S - 0 * OPEN 
CRATE - LOOK CRATE - GET VISOR - LOOK CRATE - GET BLASTER - 
LEAVE VISOR LEAVE BAR - U - N - N - E - PRESS BUTTON ■ GO DOOR - 
H - E ■ N - GO DOOR W * W - SWITCH BLASTER * BLAST ANDROID - GET 
ANDROID - S - S - THROW ANDROID - LOOK TOWER * W - GET 
TRANSMITTER - (We believe this is spelled an the screen as 'Transmi- 
ter?l) N - N - LOOK PARTS - GET MODULE - FIT MODULE - S ■ S - 
TRANSMIT - LEAVE TRANSMITTER 

E-N-N-E-E- GET PLATINUM * D - W - LOOK CHEMICALS - GET 
PHIAL - E - U - S - W GO AIRLOCK ■ PRESS BUTTON * GO DOOR - S - 
PRESS YELLOW - PRESS GREEN - N - E - PRESS BUTTON - GET VESSEL - 
GO 000R - N - H ■ GET WATER S MIX 1RRADIUM - S - GO AIRLOCK - 
PRESS BUTTON - GO DOOR - W - POUR VESSEL - E PRESS BUTTON - 
GET SPACESUIT - GO DOOR - H - N - GET WATER - POUR PHIAL - CLIMB 
COLUMN - LEAVE VESSEL E - SWITCH BLASTER - BLAST ICE - BLAST 
ICE WEAR SPACESUIT - GET BRONZE * THROW BRONZE - REMOVE 
SPACESUIT - GET BRONZE - W - N - WEAR SPACESUIT - E - N - N - 
REMOVE SPACESUIT - PRESS GLASS WEAR SPACESUIT - S - S - W - - 


IB 


Drop the ADVERT then pick up the TELEPORT KEY and 
TELEPORT. Keep walking RIGHT until you pass by THOR and 
reach the little ledge. Jump onto the ledge and walk LEFT, past 
the (Towers, until you come to a Gl-OWING BOTTLE. Pick it up 
and TELEPORT. Now pick up the TELEPORT PAD you're stand¬ 
ing on and walk LEFT until you come to a RED HERRING - pick 
it up. 

Contimie to walk LEFT until you come to the ADVERT (this is 
where you started the game) and drop the TELEPORT PAD. 
Carry on walking LEFT until you reach the LIFT. Call the lift 
and enter when it arrives. Move the lift to the SECOND FLOOR 
and walk RIGHT until you come to SAMSUN, Sometimes Sam- 
sun i$ already in the lift. Take the ELF HORN from SAMSUN, 
go back to the lift and drop the RED HERRING. 

Now move the lift to the ROOF. Walk over to LADY ROSMAR 
and pick up the BOTTLE OF LIQUID Carry on walking RIGHT 
until you come to the WAND OF COMMAND. Pick it up and 
TELEPORT. You should now be standing next to FLORIN THE 
DW ARF, so give him the BOTTLE OF LIQUID and COMMAND 
him to WAKE UP Take the TELEPORT PAD and walk LEFT to 
the lift. Drop the TELEPORT and BLOW THE ELF HORN to 
summon ELORJN THE DWARF When he appears, COMMAND 
him to SLEEP Enter the lift, move to the SECOND FLOOR and 
find FJ.RAND - take the MIOLN1R from him. If he's reluctant 
to release the MIOI.NIR, COMMAND him to he HAPPY and try 
again. Now TELEPORT back to the lift. 

SUMMON THOR and give him the MIOI.NIR. COMMAND him 
to HELP and he will fix the Control Box. Now COMMAND him 
to SLEEP Enter the lift and move to the BASEMENT. Pick up 
the RED HERRING, walk RIGHT and drop the TELEPORT KEY. 
Pick up the POWER PONG PLANT, CAST the FUMATICUS 
PROTECTUM SPELL, drop the PLANT and the HF.D HERRING, 
and pick up the TELEPORT KEY 


REMOVE SPACESUIT - LEAVE SPACESUIT - GET GOLD - S - D - S - S - GO 
AIRLOCK - PRESS BUTTON - GO DOOR - S * PRESS YELLOW - PRESS 
GREEN - N - E - PRESS BUTTON - GO DOOR - E - S ■ LOOK UNDER¬ 
GROWTH - GET SILVER - S * SWITCH BUSTER - BLAST GORPHCN - 
LEAVE BLASTER - S - S - D - E - S - GET TWINE - N- W- U’N N-N-H 

- E - FIT PLATINUM - FIT BRONZE - FIT SILVER - FIT GOLD - 0 - TIE 
TWINE - PULL TWINE - S - GET PRISM ■ N - LEAVE TWINE - U - W - W - 
GO AIRLOCK - PRESS BUTTON - GO DOOR - S - PRESS YELLOW - PRESS 
YELLOW - PRESS GREEN - N - E - PRESS BUTTON - GO DOOR - N - N - 
CLIMB COLUMN ■ W ■ U - FIT PRISM - W - GET GUARTZ - E * D - E - D - S 

- S - GO AIRLOCK - PRESS BUTTON - GO DOOR - S - PRESS YELLOW - 

PRESS YELLOW - PRESS GREEN - N - E - PRESS BUTTON - GO DOOR - N 
. E . N - GO DOOR - W ■ W S - 5 - D - LEAVE QUARTZ - U - PRESS 
SWITCH - D ■ GET GUARTZ -U-N-N-E-E-5-S-S-W-G0 
AIRLOCK - PRESS BUTTON - GO DOOR ■ S - PRESS YELLOW - PRESS 
YELLOW ■ PRESS GREEN - N - E - PRESS BUTTON - GO DOOR -1 * E - 0 - 
N - GO BOOTH - FIT QUARTZ.. 

to complete your Quest For Eternity!!! 
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The. 

Ball mo/<i 


Of- 

KA&N 


t Enter the lift gnd move to the 
GROUND FLOOR Walk RIGHT until 
you Find a LASER. Pick it up. SUM¬ 
MON LADY ROSMAR, give the 
LASER to her and COMMAND her to 
HELP. She should burn a hole 
through the wall. Stand on the POOL 
OF LIQUID and CAST the AMAROUS 
PHOTONICUS SPELL Go buck to the 
lift ami move to the FIRST FLOOR 
Walk to the extreme RIGHT of the 
floor, pick up the TRUMPET and 
TF.LEPORT. COMMAND THOR to 
WAKE UP, then enter the lift and 
move it to the FOURTH FLOOR. 
Move RIGHT, SUMMON THOR and 
COMMAND him to HELP. 

Return to the lift and move to LEVEL 
TWO. Walk all ihc way to the 
RIGHT. SUMMON El RAND give 
him the TRUMPET and COMMAND 
him to HELP. He will blow the trum¬ 
pet and make the wall collapse! 

Hie key to solving the game 
lies in the CRYSTALS. One is ^ 
found on the FOURTH < 

FLOOR, another at the far ,A 

end of of the ROOF and the 
last on the SECOND FLOOR, 

Collect them all 


TWtZ 


wr 

Pi-Art 1 
R.O ntf 


eon^f 


MOiT 

rcart 

&OQM 


~tuel 

START 

WOM 


WAU- 


rkoprtY 

ROOM 


f^ORp_ 

TuNttGL. 


MOST 

NAGiC 

RQGtf 


SPELLBOUND 


when yog 
have them, take them to the 
GROUND FLOOR and get the 
CRYSTAL BALL from SAM- 
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& s YotfD 
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roiRfz?^ 

^URJIHE-R. 
&E-Yq iVD 
7VE- 
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@ 

OUTi BAL_s_ 
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© ( 

7h£L 

GAS ROOM 
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seugst 

TtWA/EL 

±t«TRANC£ 

© © 

-S&cM£T 

STUD/ 


SUN. Get the WHITE GOLD - Map courtesy of Paul Dobson 

RING from the SECOND FLOOR. 


then go back to the end of the 

GROUND FLOOR and SUMMON a character. When he or she 
appears, give the CRYSTAL BALL. Pick up the WHITE GOLD 
RING and CAST the CRYSTALI.IUM SPECTRA LIS SPELL. (You 
also need the WAND OF COMMAND). THROW ALL THREE 
CRYSTALS AT GJMBAL TO FREE HtMIH 


You can't keep The Tipster down 
- there's more over the page!! 


NOTES 

1. A BANSHEE is trapped inside the GLOWING BOTTLE. Once 
the bottle is dropped, the BANSHEE is released. COMMAND 
it to HEL.P far more clues. 

2. To please OKIK the CLERIC at the end of the SECOND 
FLOOR, give him the BOOK OF SHADOWS {it can he found 
on the same floor). To get to ORIK, destroy the wall between 
you and him - go to the TOURTH FLOOR, move RIGHT and 
SUMMON THOR, When he appears, COMMAND him to 
HELP (he must have the MIOLN1R). He will launch a bolt of 
Lightning at the tower which loosens a stone, This must be 
done so ELRAND can destroy the wail which hides OftfK., 

3 If you pick up the STICKY BUN on the FIRST FLOOR you 
wont be able to drop it, thus limiting the amount of objects 
you can carry. 

4. Pick up the BOOK OF RUNES along with the RUNFSTQNE 
and you can read it. 

5 If you wish to fix the BROKEN TALISMAN, give FLORIN THE 
DWARF the BAR OF GOLD, the BROKEN TALISMAN and the 
TUBE OF GLUE - then COMMAND him to HELP. 


1G 


HE GIVEAWAYS 


jVow here * a problem because that sty old Tipster 
has put together several readers flints and tips to 
provide the answers to this issue's problem games , 
so who do we gtve that lovely Databank Watch 
to? Well it has to be Raphael tipime doesn’t it - 
maybe the only person to the world fo have battled 
to the end of Quest Ear Eternity , Figuring out how 
to use that Dafahanfc Watch dint gonna be so 
easy,, Raphael! 

This time we have on offer ANY TEN BUDGET 
A FART GAMES of your choicet If you are the 
chosen one and can think of ten budget games you 
don't already have we ll send them to you t provided 
that they are stilt available! Get thinking and bury 
(hat old Tipster under a ton of mail. 
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You now go to the Race Track Move to a position just behind 
the Start Line and go r on the green light, straight to the other 
end of the track or you will be disqualified and lose a life. The 
time taken is added to your final score. 


ACTION BIKER 


COME ON GUYS AND GALS! 


We've only had room this issue for a couple of games hut next 
time, if YOU supply the hints, we'll cover a whole host of Atari 
games. There has been a good few new releases lately so how 
about some hints and tips on games such as COSMIC P1RATI 
ninja COMMANDO, pro MOUNTAIN BIKE and all those 
new ones which will have hit the shops by the time you read 
this. Don't forget the oldies either,, they are all welcome. Some¬ 
one somewhere is stuck on the game you have just completed 1 


Send it ail In to 

THE TIPSTER, NEW ATARI USER, 
P,Q. BOX 54 r STAFFORD, ST1G 1DR 


Fvfiry redder sending in <i Nt.W hint, 
lip, client or map will receive THE 
TIPSTER s unique budge whether 
the contribution it used or not. The 

[jnLy qualification is that the tip 
must not have been used before La 
this col vain {ripping pages out of 
old Atari User mags doesn T count 

either 1 } Please note that we cannot indicate whether yovr hint or tip 
will appear in u future i»u* h might, It might not depends what 
Th. rirtttpp twill far dinner when he coffl.es to type up the column. 





















1Mb DISK DRIVE 
£450 OF SOFTWARE 

ARCADE GAMES 


AffcanoJd II Imagine 

Bvyoid Th« Ice Pitou Elite 

BfKft Lamp . F retard 

Buggy Bay Elite 

Chopper X Masterlronic 

Ikirt Warrior* Oils 

Marble Madneii Electronic A rts 

QuMlmiee Logetron 

Hanicama Hcwson Consonants 

Return To GenwJs Firebird 


Melbourne House 
Manctartn 
giectromc Arts 
Firebird 
Elite 
Ocean 
Melbourne House 
Hewson Consultants 


£.19.95 

US,» 

EtSLM 

tnM 
£9,99 
1M.95 
£i4.ftS 
£19.95 
£19.95 
f 19.95 
£19.95 
£19-95 
£24.95 
£9.95 
£19.95 
£199S 
£19.95 
£19.99 


T-H tafi :;...p*n Piyi m ideal ic you ■* yuc want lo pat an to a J yir^ u 


. *®irt 

*ih ih* OW <i p-itetainroanl HThwara The Pack inttudm. a KM^T-FM 
«ih -cUb RAM. t fru'iHn i Mb deli. dr*re cn^r E450 dl lop parra: and a 
.d|antk II jrt)v buy ike Super P*c* a! Silica Stop. wr will sod cur awn SI 
r.'JTti rill l^irth. (Sffli. Fnjti iIH t>iWDe RbIupi (he coupon tor ara.li 



(INCLUDING VAT 


Roadwars 
Starquake 
ThMMw 
TTiruel 
Tiumlarbib 
Wtzbal 
(won 
Zynape 

SPORTS SIMULATIONS 

Eddk Edwnr* 6up*t $*J BHb £19.95 

Seconds Out Tyneso't £19.95 

Summer Olympiad'99 Tyrvfiso't £19.95 

PRODUCTIVITY SOFTWARE 
Onganteer Triangle Publishing £49.95 

JOYSTICK 

Alert CX40 Joytttek Alan Corp £4.99 

FREE ATARI BUNDLE VALUE: £458,97 


With SMI24 mono monitor: £498 ES With SCI224 colour monitor: £698 SS 


1040ST-FM PROFESSIONAL PACK 


NOW WITHI TV MODULATOR 

Per Ifni serious norms iik( end lhra situ I businnss rra urn 
nlnnr.nri lo EMWiOurwe a new package based aruund the 
1&BST-FM The KWJST-FM has iMbyte RAM and a 
IMbyte built-in diifc dnsn In acWIHon. ihn I040SY-FM 
nr>w comes wilh $ TV modul hIci j buirt-in (Thn prcvinualy 
s/a 'abn pchoST-F was deslflned tor use with a moniiof 
Wiy Arid did net currfl with n ncxlijlntor | Thig rrnrlM'nlgr 
allows (tie 10405T-F CO be piugyetf directly into any 
dumaat-E TV g*t. Mvd »mes complete with a lead to 
albw you 10 do so The nn* 'Prn(nss*ijnpi Puck' from 
S*ca indudw the new 1WQST-FM with rttOdLklhtef plus 
Tour high quality *<rftwjire peckmaas including a aptead- 
'. r NMi database, ward processor end programming Inng- 
i-WQft This Proressenal Rack software will enable you lo 
y- slnughl down Id tkieinesa with yOuf new Computer' In 
acdiiinrt te itu* ggftware [worth £334.64), tf you buy the 
PrareHionai Pack from SHami She®, you w>ll also receive 
the Silica ST Starter KiS (worth Offlr £200h Ff» CM 
Charge Return the coupon f nr further mlorrnjnfion 

£499 



INCLUDING VAT 


With SMI£4 mono monitor: .£596' 

With SC1224 colour monitor £79flt 


ATARI TMOST-FM (C&atptiler) £499.99 

VIP PRQF1&SI0NAL [Spreadsheel) E1W.&5 
MICROSOFT WRITE [Wwfl Ptmv) £14S.95 
SUPERBA&E PERSONAL lOalflJwsei £69.96 
BASIC DISK ft MANUAL (Language] £24.90 

NORMAL RRP: £884.62 

LESS DfSCODiMT: - £385-83 

PROFESSIONAL PACK PRICE: £490.00 




2Mb ft 4Mb MEGA SI 

r 

The MEGA ST campLliirg am stylnd as ns liryhiwr gnt 
C4hne0IM 6y 4 Cunwtl Itdephcne- style ogbfi Thnrn an 
grig ante ZMbytM nf HAW and ItvB OBier wilh 4Mby 
XBLD-e skw dUk dnwe bulH-m to ihe CPU unis. Ttie 
itriHluiater built-in nrd mijil np’rklorii be used Wlh B 
purchBiad, we will ad:: Ibe Prateuianal Hack - snn 
Plwv*. pbil the 511- ni|k UhC A CX 

ka ST Starter Ml b 1 

(worth &var esao) CC1Q|CX live 

hrffli Fnee oi ciwna. «xi 

Raiurn ihn oai.j>og r mdriO monrlor = £990 
ter terther o«a?i. *■ colaur monttor - £1 IftSS 

keyboard whh a sepateie CPU. 
two version* gf the U(Ok Sf. 
es Each vanran haa u 1 Mbyte 
MEGiA STS dti riul thirri wilh 
monitor. With awry MEQA ST 
iwpre rwonn £3e*93t detailed 

4Mb MEGA ST 

£1199^ 

r-mario mDnitar-£129S 
+colour monitor = £14&6 I 



DTP Pag eStream £149 


+ VAT 
=£171.35 


btaiep FvingMig (DTP| e DT>a al the lulmr prowlrp dpalcar.oni Im peruna 
.iuv£ui|i4 Wk peiiemec la arwiDLnca a powndul Inw ban packogn Ibrlnn 4url 5T 
tawi > t n,'«Sl'wr PbDB&wr. EBtl DT*f CI43 >VXT E171.M| ft rill. MCAl.M h 
■*(*1 on 41ri lWDfit iro a SekcoAi SP I2CWJ prtnlgf yny me h* lip lire 
airv.rrg »« a rumaVta esistc- - ! t>r Ims than E1DCD Row cd ttwr Ihauiim al 
FejH^l'wm H"j tiled In Iha njh M you wi>jJd l«e tantHr g|«>irflMW en mil 
prgpjf, rd rWum Iha soapor bakin Uckvtg the 'dTF l»x in rha cmivti 


‘ TEXT-FLOW n,HOUH<J GRAPHICS 
‘ fiOTATIOrt Of TEXT 4 OAMWICS 
» SLANT Ci« TWIST ANY fMtJFCT 
‘ POSISCHIPT COMPATIflL F 
* TAQ FUNCTION- 

■ ALTra-'MAhaJAl KF hNIWC A HVPHF KtATlflN 

■ QRCHJHNQ OF OBJECTS 


A 

ATARI 



The range of Atari &T domputera dtfera something 'or everyone, from the gainea enrhus asl 
Whf.: wanii ihfl- ch^llrrngw of ihij very bwl in (y tint Uiiinbgsmnn whp warns l(i 

make ftiwtc-ral foreca&1& or faultless presentations. The ST offers hrgh qusJity graphics, 
sound and speed lor the gamer, whilst providing a rasi user rriendly and erfordable aotution 
to business The ST is now firmly established «n the home eivyiripnmeni and PomT a wiiaUh 
of users m education, local government, television, end a variety ot diffeteni businesses. 
Flijtlwiirii- for I he range slrirtchns tn cover applimliorm as divnnae eg ENTERTAIkJMEbIT, 
ACCOLINT9, ART. COMMUNICATIONS. COMPUTER AIDED DESIGN, DATABASES. 
DESKTOP POeLI&HING. EPUCATIOW. MIJSI-& PROGRAMMING. SPREADSHEET^, WORD 
PROCESSING and more. For a lull I rat of the software available, as well as befalls of the ST 
•rantf®. complete and return the coupon below c * jot; ivjyw r«£ft 


520ST-FM EXPLORER PACK 

WITH BUILT IN 1Mb DISK DRIVE 



The value for money offered by Iha Alan ST range is reflected in the Explorer Pack 
featuring me 520ST-FM oomputer wim 51 ?K RAM. The 520ST-FM computer no* 
Comes with a built-n 1 Mb double sided disk drive as well as a Free mouse controller 
and a built-in TV modulator. The new 520ST-FM Explorer Peck includes the 520ST- 
FM computer, the arcade game Rarvarame a tutorial program and acme useful 
desktop accessories In addition, if you buy the Explorer Pack from Silica, we wi i 
■gjye you Ihe Silica ST Starter Kit worth over £200, FREE OF CHARGE. Return the 
coupon for details ol our Starter Kit andi of the lull 1 ST tange 







4-VAT= 

£299 


+ SM124 mono monitor: £398! 


+ SC1224 colour monitor; £598 ■ 


WHY SILICA SHOP? 


Belone you deo# wher » txiy your rrew Atau 3T 
Kwipuw. ViesLflQMl you ran&der very Mrttuiiy where 
yen hoy It Thw are MaNt rcmpAtuw *tigi can otigr 
y«l a ppmfHilV, 1 lew pgr^jhgrau and lh* lop Nw ading 
lilies Tkera are FEWER companies wha dr aRer ■ wde 
dnge el pieduth *ar yuur ccrfiputer Prd expuh advice 
ana help when you r>sed fl. Thera « ONLX ONE 
Ksmpsny «(hx) Cfln provide Ihe igr-jest rgngs nr AtW 5T 
rrinlipd proaucls in Ihs- Lk « lull limn Alan ST sricf. nliis 
lechricPl helpline and n-deplh oilier soles sjppcvt me- 
Ijilirg has newsrensrs and tyKhuies deUrfired » your 
door ter « I png « ysm reqmrg ofler you pumhgis* your 
-ampulnr That :irn ccmpany is 'Silica. Shop Wc haw 
obu'i eaiaklinhed in iha home ctxepular neld 'Pr tar- years 
with an amruil lumrivw Ira menu i>t (S pifMun and csn 
new claim to meel our cusICmers requiremenls w , : , i Sr< 
KCuTfloy ana ucdafst*ndlPfl which le aeamf w none 
Bui dac'l 11 .:iI take cur wp.rd ter t Ccmgilelc and rnli.fr 
iha coupon aakiw Tin pv lafail IdtHaiu'S and Papin Id 
■nrinei We &llca Sfx>p specialist AUri «™ce 


silica $jmmt itjt mm jaw. fhfe 
wiikewyA»i ST ewftpuwi boupH irom Slice 
ffltJFESS/CWAt free busr™ geft-ane 

wrih XWST-FM and MCGft ST'a boypN Ircm Silica 
DEDICATED SERVICING: 7 tUI-limc Xian Irsrac 
sl.ir* mih y*in cl HKporiWict on Alan scmcnp 
THE nti-L $TOCk RANGE: All at yoir Alan 
fmlLj vHiTWin Horri nr* piac n 

.JfTEfl SALES 5WWNWT 'he eiar? hi &i,m an- 
eadicllad te »wlp ydu o*M Ike brtl h&w yOur ST 
FHff C4T4Xk?CUE3.' Mailed duett Icyour home 
aa awn as Ae pr*il ihem. featuring oltere *i wpii 
s« *n oi ihw rw™ reieiees 

Riff OreWWCNT OfiWENY: On an nairi-n,- 

oidwe etvpoed «vihin me U« n^i™nei 

PfNC£ MATCH PROMISE: Nv --ill milch ttgrp- 

eoKini on * eenwi imjdueg seme price heee 

TWOWWCAL F U B lime Hauer 

Acsri rechwie# tipewe eh.ayt $r jour eervee 


FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY ST • RETURN COUPON FOR DETAILS 

ALL PRICES QUOTED INCLUDE FREE UK DELIVERY, 




YOU OWN AN ATARI 


If you iingedy own an A iari 5T Compute' irid wauld like Ic be ri'gis:nre<1 nn cur m.nlinQ llgt ng an 
&T user, lei ls knaw Wg will bg. ploAseo 10 Bfihd jteU COpiiH 0^ Ouf prite IhSli and newsletlars 
FREE OF CHARGE Si Ihay bccomo available Orvnptele iha coupon and rielum It to our SKJeup 
branch and rwigir. eipartaremg B BpBCiaJiBE ST Service dial a second In nDne. 


f" To: Silica Shop Ltd, Dept PSIX 0390.1 -4 Ttie Mews. Hatherioy Sidcup. Kent DA14 40 X 

PLEASE SEND FREE LITERATURE ON THE ATARI $T 


SILICA SHOP: 


Mr/Mrs,'Ms. 


Address 


Initials: 


Surname 


SFDCTXP t&E. Ma.il Order) 01-300 1111 

1 •4 The Mews, Hatheriey Roatf. Sldcup, Kent, DA 14 4DX 

OPEN: MON-SAT flam - S JOp,-n 'LATE NIGHT; FRiQAr pam - /pm 


LONDON 01-580 4000 

52 Tottenham Court ft cad, London, W1P OB A 

OPEN: MON-SAT 9.30am - e.OQprr} LATE Nl&HT; AlQfiJE 


LONDON 01-029 1334 ext 3914 

Sstfridges (Tat floor), Oxford Street, London, W1A TAB 
^ OPEN: k-fpiV- r gam - a CCtevTI LATE NSGH T: Ti tURSDA Y Sam Ppm 


Postcode 


Do you already awn a computer 
if so, which one do you own 7 






















































































XL/XE PROGRAMMING 



Multi-Mouse 

Routines for Mouse, Trackball, Joystick and Touch 
Tablet that you can use with your own programs 


H ave you ever looked back at one 
of your programs and tried to 
change it from joystick-operated 
to use your brand new mouse? Or hove 
you ever felt it was too tedious program¬ 
ming for a Trakball, and put it off hoping 
to change it later? Or did you never realise 
you might want your new SonpaArt prog- 
ram to work with anything but a 
keyboard? If so, count yourself in with me. 
With Multi-Mouse, however, E hope to 
have quashed the majority of problems 
you can get with these devices. 

FOUR CONTROLLERS 

There are four separate device drivers. 

Each program sets up a device called M: 

(M for Mouse) which is called using the 
standard CIO procedures, i.e. OPEN,. 

CLOSE etc. Each program is for a different 
input device but they all return the same 
values using the same instructions, there- 
fore they ure interchangeable every time 
you boot the computer. Not only that, but 
they all use only 2K of memory (and only 
a third of that Is program - the rest is 
player/missile data used to create the 
pointer on screen). 

When you first boot up your computer, 
you load in the relevant device handler 
and can then use the following commands 
(I will assume you are using channel 1 lor 
the M; device): 

OPEN #1,X F X T " M:" 

where X is any number or variable - it 
doesn't make any difference. A pointer will 
appear on the screen in black with a white 
edging. This means it is always visible. 

MOTE #1 ,X n Y 

which will enable the user to move the 
pointer around the main screen area. 
When the user presses the trigger button 
on the device they are using, the X and Y 
variables are loaded with the co-ordinates 
across and down of where the user left the 
pointer. These coordinates will be cquiva- 


lent to the nearest plottable point in the 
current screen mode. For example, in 
Graphics 7, X will he in the range 0 159 

and Y will be in the range 0 .. 95 . The text 
window is not taken into account in split¬ 
screen modes, because you can still plot 
and D FLA WTO points under the text 
window. 

POINT #1 ,X,Y 

which will move the pointer to the co¬ 
ordinates given by X und Y, again depen¬ 
dant on the current screen mode. 

CLOSE #1 

will make the pointer disappear. 

Note the following: 

a) The input device should be in port 2 
This enables hardened gamers to keep 
their joystick in port 1 . 

b) Pressing break has no effect until a 
trigger button is pressed, 

0 The M: driver works in any graphics 
mode. In GTIA graphics mode 10, 
however, the arrow cursor is not visible 
over the standard background, this is 
probably something to do with tbe 
background and arrow both being the 
colour of FEEK{704), but ifs still rather 
weird that it doesn't affect any other 
colour, 

d) Changing graphics modes is likely to 
produce a load of flashing gunk where 
the (jointer should be. Don't worry, just 
close the device and re-open it. 

e) You cannot GET, PUT, PRINT, INPUT, or 
STATUS from the device. You wilt get 
an ERROR 146 (Function not imple¬ 
mented). 

Article and 
routines 
by Simon Trew 


COMPATIBILITY 

At present these devices are available 

MGUSE.COM ST Mouse driver 
TRAKBALL.COM Trakball driver 
TABI-ET.COM Atari Touch Tablet driver 
(OYSTlCK.COM Standard joystick driver 

All devices are 100 % compatible with 
each other. They work with all Basic prog¬ 
rams that have enough memory. They 
also work with the Assembler cartridge 
and any other language providing the 
code does not start below address S 2 BOO or 
relocate at MEMLO (such as a Basic prog¬ 
ram). It will not work with Turbo Basic 
which uses this area of memory. For this 
reason 1 plan a relocatable version for the 
future. Assembler users can r of course, 
change the load address for compatibility 
with Turbo Basic. 

TYPING IT IN 

This is the part of any article that most 
people give up on, so I have tried to make 
it as painless as possible. 

If you haven't got an Assembler, you will 
have to type in the BASIC DATA state¬ 
ments or buy an Assembler. The first is 
cheaper, but the second is easier and you 
will l>e supporting your local Atari dealer. 
Not convinced? Oh well, here goes: 

USING BASIC 

Type in the BASIC program CORE.BAS 
and SAVE it Note the KEMs painting to 
bytes you may alter if you wish. You may 
leave out oil REMs if you wish. Run it and 
you will have created a file called 
CORE.OBI, which is the file common to all 
devices and contains the data for setting 
up the player-missiles, M: driver and so 
on. 

Now type in any of the subsidiary driver 
programs you fancy. The JOYS TICK. BAS 
one is the shortest at 78 bytes. After saving 


22 


Issue 42 New Atari 





February 98 It 


C5 i. REM irimtim i iif i iftiift i i i iim i ii i nn i mintniTi i m ii mi 

HC 2 REM B MULTI-HOUSE » 

5U 3 REM « by Si won Trew ft 

UA 4 REM IV Listing 1 » 

OR 5 REM U CORE.OBJ MOKER ft 

SH 6 REM ft — -— — --- a 

LT 7 REM It HER ATARI USER February SO ft 

cz 0 rem mtmmmmmmmttmimmmmmmmttimmm 

HO 9 REM 

JR IBB OREM ftl ,8,0 , ,- D : CORE * OBJ" 

KY 110 RESTORE iDIM HEH S 13 2J ,0 $ 12 > 

EK 120 READ H EH 5 

LR 130 FOR H = 1 TO LENt HE H$ >-1 STEP Z 
HT 140 fl$“HEKSCMj M+1J 

AM 150 IF A$-"KX*' THEM CLOSE «1;END 
CR Ibfl PUT Si ( (ASC (A$) “7*UAS>»«") -48Hfl&* 
case CAS <2 3 1 -7#tASCZ)>"G")-481 
IB 17® HE HT R 
MS ISO GOTO 12® 

HO 2®B DATA FFFFee2OlE2Z6®A3206DO7D4ie6S 
TT 210 DATA 6A7®0a5F5flD® I2AA900AAU* 

QY 22® DATA 9 IF5CSDOFBE6F6A5F6C720DOEFA2 

SC ZZ5 REM 

TE 2XB DATA SeZ066ZOA080Ze7FZBA73ESDZF0Z 
B K Z35 REM 

ZT 24® DATA A7838DJ,DP0A90B8DC0BZA7BF0DC1 
HM 250 DATA 02AS81BD6F02BDbF*2600*406*7® 
ZD 255 REM | 

DM 250 DATA 7®7G707®5C®C®Ee®*68®4®AHSOOS 
HU 2*5 HEM m±i4* i j - miAA'inmAJ i iimtiHAm 
MM 270 DATA 8482Q484A2521l®9&Sfl®E®3SBO&5 
MJ 275 REM 

SP 2BO DATA AZS®4C752*eeD0908ZAZCFHElD22 
UT 285 REM j 
UK 290 DATA tfE0*D*8E01DOGOC020B0O5A0204C 
JD 275 REM 

DR 300 DATA OE ZBC8DF900 2A80ECC1E2 2F02EAF 
CK 31* DATA lEZ2704BAaB*A7B®7D®B2*7D®®25 
RA 315 REM 


OF“Yaft t 


ttDE-VOf 


IE 320 
ZH 330 
HD 34® 
PB 358 
Utl 36® 
HP 37® 
ZB 38® 
MO 370 
SB 4*0 
MM 410 
ZA 420 
RK 43® 
G R 440 
PP 4 5® 
MS 46 0 
ML 405 
EY 470 
HA 400 
F V 470 
HH 500 
QZ 500 
HQ 510 
HD 52® 
EE 530 
AI 535 
OJ 540 
JH 55® 
Tt 555 
VA 560 
SW 57* 
AT 575 
IA 5B0 
HJ 57® 
UN 60* 
VH 61® 
MK 6 20 
SU 63® 
IJ 040 
IK 65® 


DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DA 
DATA 
DATA 
DATA 
DATA 
REH 
DATA 
DATA 
DATA 
DATA 
ATM 
DATA 
DATA 
DATA 
REM 
DATA 
DATA 
REM j 
DATA 
DATA 

REM r 

DATA 

DATA 

DATA 


E0C0C00ED0F4A2BB6BAB*C1E2?BD 
4A20998024BD582B9700Z5CSESEB 
*E D0FF6AAS 0CBDD02®A5BDSDD1Z8 
4CD22020FFFFA7CF850GA92BA5BD 
A2BDRD1A03FR0&E0EBE04CDC 2AA 9 
4D9D1A03A9007D1003A7219D1C03 
ADE 0®2C 92 BBA8AA92 88 DE 8*2A90® 
0DE70260172121212C212C212C21 
2 F 214 017 21*08A402 8812068AAAO 
0168 A7088DSOD0ODO1D8A0B180A0 
2B3C726F8Z7C7Z5 


BF2I020303020101000*00*101*1 
*2*2*0*0*3*3*4030202*101000* 
00 08 03 040O0O6A482®1F Z268AAAD 
1D2 23 8F93085F 5A 55 7 C906D011A9 


tt 30-KOf 


OO0EF5690O9D4D83A5F59D4C034C 
7F21A7*O7D4DB3a 457B93E£1C9O0 
FO0S46F53BE9814C8E21A5F57D4C 
fi3ADiE22E9208SF5A4S7894E21£9 


+ f Z0-YOf 


80re*846F530E9®14CAB21A5F5SD 
4EO3AO816OA557C78BD0125E4DB3 
7E4C03BD4CO31B693O8DlD224CFa 


3 0 ~ H O f tt 


21AS®S3 E21C900F 0*71E4C0XX8E7 
014C D021BD4C03106930OD1D 22A4 


tt 


57894FZ1C90OFQO91E4F0338E9O1 

4CF621BD4E031B67ZO85F5BA4SAE 


20-Vof tt 


1D222*6620A4F5267F2**0AAA001 
60000BE 78 ZEBO ZO028E B0 ZE.1 0 2 C2 

20HH an; 


orr ease 


n^rtoru 


gourse I 


ALL VALUES ARE IN HEHI 


listing I - COK1BA5 The program to create the basic driver for all devices 


ond running this, you will have a file 
called {m this instance) JOYSTICK.QBJ, Go 
to DOS and copy the CORE, OB | file to 
IOmiCK.COM, then append IGYSTICK- 
0B| to the JGYSTICK.COM file. If you. are 
in any doubt as to how to do this, consult 
the DOS hook. In SpurtuDGS, the format 
would be: 

COPY CGRE.OBJ JOY5IICK.COM 
COPY JOYSTICK.OBJ JO YSTICK.COM/A 

In DOS 2.5 choose option C and tyfw the 
filenames 

CORLQBJ, JGYSTICK.COM 
then choose C again and type 
JOYSTICK. GB] P IQYSTICK.COM/A 


USING AN ASSEMBLER 

If you have an Assembler, you have two 

options: 

a) If you don't intend changing the prog¬ 
ram much, type in the CQRE.ASM 
program and save it. Assemble it to a 
disk file culled CORE.QB|. You may 
then type in the subsidiary driver files, 
for example JOYSTICK. ASM and 
assemble to a disk File Called JOYSTICK- 
.OBJ, You are now ready to combine 
these files in the same wuy as for Basic 
programmers. 

b) If you intend changing the program a 
lot, then the addresses are Jikcly to 
change and you can't really assemble 
the programs in two separate bits. Type 
in the CORE.ASM file as before and 
save it, Then continue typing in the 
relevant driver, for example JOYSTICK- 
ASM, but omit the equates lines in this 
file as stated, or you will get error mes¬ 
sages with duplicate identifiers, in other 
words declaring things twice. You may 
now save this file as JOYSTICK.ASM 
and assemble it straight to a disk file 


called JOYSTlCK.COM, The time saved in 
not having to copy you will lose in slower 
assembly, unless you are really brainy and 
have a MAC/65, in which case you will 
lose the time changing the equals signs to 
EQU and * to ORG and so on. It's just a 
matter of preference. 

Right, now you should have a set: of 1 or 
more drivers which you can use in your 
programs. If you've come this far then 
congratulations! You've typed more for 
this utility than [ have! 

EXAMPLE PROGRAM 

Here is a quickie program which draws 
lines to any point on the screen you 'click 1 
at, 

10 GRAPHICS 7 
20 COLOR I 
30 OPEN #1,4,0, ’M: " 
40NDTE#1 t X^ 

50 PLOT X,Y 
60 NOTE #l,X n Y 
ro dravto x f Y 
80 GOTO 60 

continued overleaf 
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Now the file lOYSTICK.COM can be 
loaded from the DOS 2.5 Menu option L or 
renamed AUTO RUN.SYS, DOS 2,5 users 
should note that a MEM.SAV utility needs 
to be loaded {such as the RAMD1SK) as the 
driver uses the area of memory overwritten 
by PUP,SYS. In SpartaDGS, you fust need 
to type JOYSTICK or place it in a .BAT file 
for rename it to AUTO RUN .SYS). 
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PbCE a , # . 4o 
□ FT NOt Jl'f T 


- ir-s 

: 

m 5BOE.1 
= tlEB 


ion i h house e-m ot a 01,3 

1,020 [ * --- 

141# 1 # B V ^TMCfO !H£M 

1040 J » - - -- 

4050 ' M riARCH, 1 9*9 

iiftj-i k ] <n 

1B7A 1 
£000 -POKE 
IK90 . DPI H□t JE f T 

neo ; 
me ; 

1128 ; 

mo FrtsAif = t&oar 
me frHAETL - to4.uo 
1131 IRHCTL - Szz r 
11*0 iPJHIDE = SJtf 
11?# (RdCTL - $E(11 
i iee tempi - Sfs 
mi pelt# = *#««# 

1204 rovi * sofill 

1210 PC 1 ILB - t 2 El 
III* PCOL1 = SJC1 
ItaO PMftTORt- SIOBSJ 
5 i 4 0 r, F-l MO & £ ~ SO 7 

l 2 *i mlHl - tc 

12*0 MAffclSS - *31A 

1270 lOC# S *34# 

12*0 ICAH1 = tJ*C 
1 Z9# ICAR* - H** 

13*0 ICON* = i?IE 
£310 HE HL 0 - *ZCP 
1321 RllHAD - 52F* 

122 * sorr = *11 
ii 4 ® yqf r ^ S#o 
ns# / 

1370 i 

1344 ■^HiTAH'E 

13*0 NEHL0-W+S40# 

1400 PTS 
1410 i 
me j 
£430 i 
1440 3CTUP 


- S 2 L r 

- S7EO 

= fBB 

- 5 WO 


j PH ffflitters 


Unused PO Byte 


1 Atjytr folor 

} fARiitM"! 

; Program start 


- HDlE ana POINT 
; variables 


j Offsets to naif 
; h and v trim. 


t o■* or #* 2K 

i f-irst! 

3 Mora Off the 
SparlaPOS 
call O the 
il art addr. 


14S# 

LDA UpBtSTORt. r z y(L 

■ It 1 1 Ant it 

£460 

Sla PMB SSL 

J When pms Are 

£4 74 

CLC 

j adh' 1 clear 

net 

A6C HI 

i first three 

147* 

ST A T l MP £ * I 

E pages Cpur 

1 EBB 

L Dm ttPHSTORC*755 

j proqrawj when 

JStO 

Stffl TfHPi 

i Storing the 

152# 

Ltft pHrSTORtH 

e start to clear 

£531 

LOOP! 


1 540 

L P 0 «B 


1550 

LBV TTH 


1*6# 

LOOP! 


£57# 

SIA ifFtdliiT 

i clear pane 

£ E 0 O 

I MV 


list 

BHE LO0P1 


l##o 

IHC T£ HP 1*1 

; inc page count 

161# 

I.AA TCHFlU 

i until done 

£ 6 2 B 

CMF #PMSTORt>?S#+® 

1630 

CMC LCCP2 


£64# 

LPH USOO 


165# 

aSO xciiahijF 


£6 60 

1bv nil! 


£6 70 

J5« vchflNCF 


16*0 

t DA HSJf 

S Finalise setup? 

ItSO 

5 T ft somctl ; 

Df phG WalueS 

1700 

lO a a-;3 


If 10 

ST fi 6H nC TL 


£71* 

LOO *54 

E BUli Arrow 

173# 

ma pcoie 


17 44 

LDA BS f 1 

Mh L te surround 

1754 

1 . r h F l: u 1 1 


1761 

l 4 # m 



1770 OP* tFRIUP 

17 BO 5TA LPPttlfi 

17-PB «rs 

1*00 ftfrBOH 


1 DIO 

,BVT|f t#i 

i 

a a a. a r ■ i n 

112# 

.BVTF *4® 

; 

■ B. - - - - 

1130 

.BYTE *6# 

J 

. B3D r r a r a 

1*4# 

.OVTt 471 

i 

■ BOB. < ■ ■ 

1*5# 

.BTTf 57® 

s 

. MiJrliJ . , . 

1*60 

, B V T E S7C 


. fnrjii j . . 

14 7® 

.B V 1 F 471 

1 

.HiM'i- ■ ■ 

14 4 B 

.BVTC 57« 

i 

aEJlI'I'l- - a 

1940 

.B V T E 56C 


. M. L'E3Q. . 

1 500 

,ovTP 5or. 


, a a a ^, , 

13 10 

,6VTE SOt 

t 

a a a ..[ft]- 

£324 

. a v t r 4 *6 

t 


ifl« 

. B ¥ 1L 514 

} 

, , , , , ['IJ. 



* 


ITS! 

FHfrARR 



£ 560 

BACKS 



1570 

,6VTF t40 

: 

■E. 

15D0 

,BYTE fft# 

j 

0.10* 1 # ■ ■ 

1994 

,BY T L S90 

J 

IQ, .ffla . . a 

i #0 0 

.OTfC &** 

s 

a.,,0... 

JO 11 

.BYTE S«l 

E 

0 , a a rill- a 

70 20 

,B¥IE SB2 

1 

ffl. a . 

20 30 

,4 V T E $14 

1 

E- ■. 3). . 

2*40 

.BYTE 504 

* 

ffi.aP-Ba- 

■705# 

■BYTE 4A2 


0 .0. r . 0 a 

2060 

.flVTF SEZ 


■B.0. .S' 

2070 

.6VT6 til 


,,.0.a,E 

2010 

„BVTE SB9 


. a a ,0. .0 

20 90 

.b v te Sot 

7 

_Sr .3 

216* 

,BYTE 5#6 

t 


211# 

l 



7120 


rfi? 

■ i iK 1 !:! * 11 * 

2110 

1 



214# 

HCHABCE 



2150 

CPK *ts3i - w#rr 

i 

ensure that the 

21*4 

BR 5 OKLETf 

i 

new x-cnnrJ 15 

2176 

lbh »S3 0 Iforr 

L 

w■thin the ha in 

Z16# 

JHP LDPMtPl 

1 

icr^^n arri 

219# 

OKIEFT 



774® 

CFhi BSBO-itorr 



7710 

BCD i,n ijh r d i 




2221 LPK btCF-KOrt 
2230 ttmrfFM 
2240 5 TK KCDDHB 

11 ft* STK PO 3 4 
2250 7 1H rail 

2270 NTS 
2210 : 

2 2*# 3 HWttl# 

2 2*0 J 

2310 YCHONDE 

UJA CP* BSZR-fflFF 

2334 hes okuP 
Ztlt LBV BiZHTflfr 
23b# JHP LOBHEP7 
136# OKUP 

237# cpv nSef-VOFF 
2 3 BO OCC eaPHEOl 
23*0 Ltv UfPt-VOFF 
7 A #0 COAHEPt 
2 410 CPV VCD0 H D 
7470 acn PUNE 

2420 LDM rCOOPP 

244* TYB 
24## PfIA 
246# LPT UO 


j stor* l n ncderd 
j irtrt both ItHTIC 
3 raRiltiri (Blit 


I ensure IIid I Thr 

E hew B-tooi d i* 
t within the moin 
i screen am 


j Any Hiiatmntt 
; ha, finished 
; RrHcvt flia arrow 
; using X *1 pruned 
; PLifh new VBlU* 

: -io w ton ut» v 

; as j *y t p C nitrvl . 


247® ton He j Ji a UKTO CPU 

?4fl® lOOPS 

7470 Sift PHSTORE+544«,H 
2aWM STB PM# TOPE tSftOO.K 
26 Hi INK 
J52# HIT 

2*30 C-p¥ HFNDflHH-pRPOM. r rrJSfd all 
¥6-44 OWE lOOPS 
£560 LOR Hit 


2 ^e PL ft i gel new value 

2 6 7# r A 7 i *htf Store. 

2510 STY VCUOft# 

7*7® LOOPS 

J600 IDA flRBDHpM 

inn iiA ph^tope+J 4 do,v ; put In new 


2*20 I.BA B#CHC,M 
2631 ST* FH5T0PE**a«. V 
244# HIT 
f0SB IKH 

3#*e CRM HCWOAU4-ARNUH 
J fc, , r II R HE LC D P 6 
J*BO BOWL 
267# PIS 
2 7## 3 

7710 e m**ii»En-avijM;T 

2720 I 

2730 CIlHttN# 

274* ; 

2760 IBA D06JNT I 

2 7 6# STA HAHMST+1 3 

2/74 Ida posmm i 

27#0 ST* WAPHJTtZ i 

2770 JMP 'LAflRHZ i 

2000 HAPHST 

2*10 J5H SFFFF 1 

2029 M40H2 

203# L 6A RPftfiNiliJlS [ 

2140 OTA PQSIHI I 

JOEB L BA HHARHSIVJ 56 

2860 ST# POlINT^l 

2*70 1 6 H Hi* 

ZOtfA IDDP 

2470 L PA NPTBB*,H 
tt#» Bin INSERT 
me 1NH 

2324 IKH 

2*30 INK 

J41B JN* iodp 

25*0 INSERT 
2J*0 IDA fl'« 

757# ST# MfiTfllS.H 
25*1 l*A HUtRUBilSS 
2S5® *lfl HATABO*1,N 
3000 16# BHtHfAB/fib 

3111 STA KAtAflSU,* 
312* t BA t€W.4*l 
3014 CtfP UHFM10726* 
7*4 0 met HFHOK 
30E# L6P rtNEMLQ/JBt 


j »e first h*#r 
: to trap fles*t 
; j inti reroute 
i thr pu®h our 
‘ routine to 

i eat th* mis 

E h«Adt*r Ih the 
j T*H* eath tine 


i initrT new 
j handier M 
j at end of the 

j dealt# till* 


j Hi 6RIVLP 


j If «fito hit 

} lA3A«rd t# 

less then end 
1 of ph area 


306* 

ST A MEHLA*1 

l then Cbpnje 1 

3474 

LDA K* 

! beth te e 

3000 

HU ME ML# 

E BN are*. 

301* 

nf H#K 


3 100 

RTS 


31 III 

NFMTAH 


4170 

.HORP OPEN-I 

1 new table 

513B 

. MliftA CLDiE-1 

s SPECIAL loti 

3140 

HORP fitfBTIl'i 

1 HUH things. 

3 1*0 

. Id® HD PUT BVTF £ 


3160 

.HD H D SET5TA3-1 


3174 

HOR# 5PFCTAL £ 


lit* 

JHP IN1T 


3100 

l 


3 70® 

INIT 


3210 

#15 


3720 

□ FEW 


3 2 3® 

THA 


324# 

PI1A 


3 2*0 

JSR SETUP 

1 set up arrew 

325# 

PL A 


377* 

TflK 



i 2 #b ipv at 
I? 5® HIS 
33®0 CLOSE 
3310 L#A H® 
3370 STA PO60 
3330 S T fl PCS! 
j .mi LOT m 
use H-iS 

jjbA L,t; t n t11- 

3370 PUJOTtfF 
330# htfSlAT 
335® L.6Y B146 
3401 BTS 
3410 SPfClAL 


M#hP arrPW 
disappear 


Cntmina not 

iMp L rtwntpd 

continued 
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HIS UHJ 1UCB42.K ; Eft CO 

Size CM* Bio [ NOTE? 

3440 BFd N 0 11 j no, 

J4SO cm *13? i If not 

3400 BMC CfTITflT ; then n 

3*70 JHF POINT 

H«» «TOb ,l¥TE 213,1,1,1.1,1,(1 

**?0 . avie s. 1 , 1 , 1 , 2 , 1 , 1 ,* 

I5BB j 

J31B VTAB ,B¥tC J . S . 4 j. 3 j. 12 r J , J. . ( 

IS?t .byte 

3530 ; 

3 5*4 3 miW WJ- H l liW l f.T:T 

3ES0 ; 

3EOO NOrt 

3571 TKfl 

1HB PHA 

■Id ?U JSR Of If IOt 

30BN PLfi 

TO 10 TAM 

Tozb tOfl KClTVKD j nmvtr 1 

1030 JEc t Cforsii 

So40 OAC njj« Korr r bp. h*h 

**#B STfl TEMPI J tnott 4- 


; Eft CfhNfhf 
! NOTE? 

1 no . 

; If not point 
: then not hjjii, ,j 


: fnntffrt The PM 
; ctorsinitti to 

I ir, HOBO DHH 
i Inow a-139) 


IBOO LOO (iHMQDE 
357B CMP oSd 
T BOB B*E H 0 IB 
iBJ* L*d Hitt 
S 70 0 A5L TEMPI 
1710 4AC H5* 

I7ZO 5TA ICAH4 r K 
1730 LOO TEMPI 
3740 *TA ICAX'I,M 
JTTlfl JMP YftMIl 
T7*p NOtB 
377B I b A Hit 
173) ITS ICAk*,K 
37)1 L*V tRMK 
1#4B LI* UTAC., V 
3310 LOOP? 

5*2 * E MP D« 

Sflie ttto UK?? 
3*40 L5A TEMPI 
30*0 SEC 
JflfcD SBC m 


S Hfdt * i * iptf 
l -i*l cno lsaei 


i h. g+i x hytf 


J low K ttytr 


: A NOW ho ld!E 


'r tin#* Yf PMJIt 

; LSR the It fvif 


3*7* Jf4P LflOP? 
i* a a ok?* 

IffcSO too TEMPI 
3*00 5T4 ICAK3,K 

1*10 Vnufi 
37 20 L On VCDtlBD 
1730 SBC ttt2»-YQFF 
1*44 7fA TEMPI 
3050 ITT GPHOAF 
17*0 LPA VTAO.V 
3*70 LOOP!# 

3*00 (HP HO 

3 JIB BE Cl D CtN F7 
4003 LSP TEMPI 
401-B SEC 

4 B Z a ■ B C HI 

40SO JHP LDUP1B 
44*4 F>DNtZ 
4BSp loo TEMPI 
4000 ETa ItaHi, Jt 
4070 LAY nCl 
4000 0(3 

4070 | 

4100 t 
4 I IB ; 

4120 POTHT 
4110 LBA ORHOBE 
4140 CMP HfO 
4150 BNF NOMOP8 
4 1 (j 0 ISO 3CAW4.K 
417 B R □ fi ICAKTjK 

4iea lea icaki,h 

41 JO CLC 

4Z0B ADC Kt 3 0-HOFF 

4XM 3TA kcbmpp 
4ZZO JHF VAHIS2 
4230 HOHOA* 

4240 TAY 
)13t LDA XTAB,Y 
4200 LOOPAl 
427S CMP »B 
42BB DEO YAKI5 £ 

4 Z JO ASL ICAU3.lt 
43BB SEC 
4314 ?4C m 


j A noW holds 


l t](tni ld> Host 
l LSB the V IKi5 


MJidP O; JiYilf 
K by a first. 


4dd on not , 


j Y he Ids G R Mu df 
f a ho]d( no r Df 

f t ■ tors tin miEt 

3 ASI. thP N (fl- 
; ardinttt, 


4120 

JHP LOOP11 

; now we add an 

USB 

VAHIS2 


4344 

L pa ICAKI>H 

F *9 not * 5 * a<T V - 

4354 

CLC 


4 3 * B 

adc tttiexorr 


4374 

JTA KCOOHP 


4 30# 

LEY b#M«OF 


IJH 

tea y t as „ y 

i a PMUdj no, of 

4404 

1 OOP12 


4410 

CW H5 # 

F 1■nc * we HUSt 

44 J* 

BED DDNE3 

; A5L ThO Y-A XT* 

4434 

AIL 1CAK3,K 

t raarlinatc 

4440 

uc 


445B 

SBC MSI 


4400 

JMf LD0P17 


44/0 

#(l Mr 3 


4444 

LDA ICAK5.N 

; An as nee, 

44 70 

CLC 


45«a 

ADC H*74 -Ybrr 


4*14 

3Tfi- TEMPI 


45Z0 

!Xfl 

j finally Have 

4*3# 

ANA 

j i-eo's An# jut*p 

4540 

LAX KLOOPP 

l ID thP M«l 

4*00 

J» HCHAHCF 

i iubradlin#5. 

4 5 5# 

LBV TEMPI 


4570 

J5H YE HA ML t 


4 5 9 0 

PLA 


4*9# 

lax 


4 Ei 00 

l#V nil 


4411 

AO 



1 


4*30 

m i T i r-i i 

< IT:U ( J UM 

454B 

. 


443# 

HLUtJRP - BYTE 0 


4*5* 

VC00R0 .BYTE # 


4070 

PtVICt=4 


**e* 

Hu MEM. Q 


440* 

. 4404 D HCNL0 


4700 

A—kuhao 


471# 

.H0HB ClfthHA 


4 7 Z0 

A-MVICF 

• 


Exciting stuff, huh? Try changing the 
graphics mode in line 10, and it should 
still work. Note thc.it the pointer always 
appears in front of the graphics, except in 
Graphics modes 0 and 8 (and probably 
Antic; mode 3) where the pointer does not 
appear in front of the graphics or text but 
takes on the luminance of the text in the 
player's colour. Try it yourself if you don't 
understand that. You can normally get 
around any problems by using a large 
difference in luminance between fore¬ 
ground and background. You will get a 
sort of filter effect around the arrow which 
can actually be quite useful. 

HOW IT WORKS 

If you're one of those people who’d rather 
not know, then skip this section, for the 
rest of us, ! shall attempt to explain how I 
did things and why, 

THE CORE.ASM PROCRAM: 

The first instruction in this code is a RTS, 
which might seem as if I r m going about 
things the wrong way, but as you may 
have guessed I use SpartaDOS and one of 
the things if does is jumps to the first byte 


of the code as well as jumping to the run 
address, So the RTS just avoids any nasties 
happening. For non-Sparta users, this has 
no effect. 

The first module from lines 1360 to 
1800 sets up the display and clear the 
Player/Missile ( n P/M") area on an OPEN 
command, and as this is the most basic 
routine 1 put it first. 

The next few lines 1800 to 2100 contain 
the data for the arrow, The first set of bytes 
is for the foreground of the arrow and the 
second set is for the border. Having a two- 
colour arrow means it never becomes in¬ 
visible, 

Lines 2140 to 2270 are called when any 
part of the program wants to change the X 
co-ordinate of the arrow. POINT does this 
and so does each driver when you move 
whichever device you are using, The X 
co-ordinate contained in the X register is 
checked to make sure it is on the main 
screen area, XGFF is a constant declared at 
the top Of the program and is used to 
determine which point across the stripe to 
take as G, for example if you had a cros¬ 
shair cursor the point to calculate from 
would be somewhere in the middle of the 
stripe, i.e. 3 or 4. More of this later. 

Lines 2280 to 2700 do the same for the Y 


axis. As many people are aware, a player/ 
missile does not have a y co-ordinate, it 
extends right from the top to the bottom of 
the screen in one continuous stripe. There¬ 
fore to plot in the Y axis we move the 
a now up and down in that stripe. First we 
erase the arrow from players 0 and I and 
replace them in their proper positions, 
When calling this and the XCHANGC 
routine, the co-ordinates are not the stan¬ 
dard graphics mode co-ordinates but the 
player/missile co-ordinate system. 

Lines 2 700 to 3210 are called whenever 
a Reset occurs or when the program is first 
loaded, The Reset handler (DOSVEC) is re¬ 
routed through the routine and then the 
Mr table is placed In the CIO handler table 
(HATABS1. Then MEMLO is checked and if 
it is found to be less than the end of the 
program, it is replaced with the address of 
the end of the program. If MEMLO is grea¬ 
ter than the address of the end of the 
program it is left be, as there may he other 
utilities further ap in memory than this 
driver, for example a keyboard buffer 
driver. 

Lines .3220 to 3290 handle an OPEN 
command, most of which actually occurs 
in SETUP. Note that the X register is saved 

continued overleaf 
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cs i be« mtmmmmnntmm w *™ 

XC Z hF h « HULTI-«OU« * 

sii s RtK U ft* %i*an Tr*w » 

ud 4 nfit « Lvstitig z rt 

HI s Nt H tt PHHI5E ,ODJ rtftKCR H 

7W 6 HEH W ---“ 

LT 7 REH » MEH a T fl I USER February 7* « 

Cf e HEM Hiiijmammwiujii i MMim 111 1 111 lLLU 

no f REH 

B« 1*4 BPEH Bl , 9 r a , "D : MSU^E . DB J -1 
XT 11* RES TORE turn MF«« 1IZ».eSCZJ 
EM 11* BEftt nexs 

LB U( FOB H = 1 T 0 LERtHCXSl -1 STtP 7 
MT 140 (SS "HITHS EM - *•+ 1 1 

tin 13* IF 4S=“KH H THEM CLOSE ItllEHO 
0 * 1 C* oui » 1 , cniciat* 7 »iP?>"e"> 

|AJ[<Al [293 
I* 17* HE XT * 

MS 1*4 GOTO 11H 

RA 2*( DATA f FFF lF2lflH3 WIRUIRlftifllAiS 
GM Zi* DAT* f5Z70j(&*S2Zft3T529BO4A4fia0*7 
DP Z2( ftATB ZZftO*BH*A**4***BBrBi7*?0ft** 
ar zie oar* zlflflf 5 3 * 0 C 4 A**e** 722 :iit AitlEC 
FV Z4« 04TA ABZZFHflMBftA3lf&aS220e**aElB 
CE 250 BA.T4 2 ICftl*a*l**C*EZl*et*XZEBl*ta 
*F ZtB POTA 2 **e*722CCft**tF*l** ***«<?**’ 

H □ Z?( DAT a ZZP0BBAClE2Z«F»*S2*7rZ*4t*12a 

MO 2(9 CAT A AClE17CeC*2*7Fr**64BZZ(PA 6a 2 
SB ZYB OflT* AftagZlSPA722aD*3Ot0*O16*4CJ6 
CT 100 pita za((*(»0flQ4ll*i fllOO31(K t 


Listings 3 and 4 
The Mouse Driver 
Above in Basic 

Right In Assembler 


— 

hfioe 


r~ 

EIll 

5*J0 

■tc »i-jifnM 


5*J* 



5.0-4* 



5050 



5**D 

If ICR! = SOI** ; flFFd 5prtdH 


4*7* 

5 T R1*1 - *45 


S*5* 

[ 


5*? I 

; Leave thf falloviliR * lines 


51P V 

: of HHIttt out if HUM intend IQ 


5110 

j append this at He HUff* * 1 * 9 * , 


512* 

J 


) 1 J« 

HCfedUCEz 420*6 


31 40 

VCMa«St= S2B7F 


5 150 

HCftODD- = 3221D 


lit* 

¥ c u n U* - HCOUP0+1 


Bl7* 

TFMP1 - 5F5 


Sltl 

h-vcuorO+I 


*i(t 

J 


iznB 

; ihi rest of fii* c*d* both 


5210 

: MthMI US*. ID tTRE IT I*!' 1 


felt* 

i 


513* 

PROGRAM 


5Z4* 

1.0A 4TICK 1 ; set our initial 


TtZ4* 

15 B 4 1 V41 Uf to Ismffro 


5J »e 

L5R ft 1 *lth 


527* 

L5R A 


E2«* 

L SP 4 


5I*» 

5 T ft TEMPI i f ft tit ifttt N *nf Y 


41** 

AMD »**3 2 ('Ft OBI* Ult *nt« 0 


511* 

}TA BLOK | and 1 f*r *»chl 


5320 

1 p A TEMPI i (5** fcPlSWj 


5 3 3* 

ANP HS 0 C 


53*0 

L5R ft 


53 51 

L 5R ft 


515* 

5Fft ui_ft¥ 


417* 

HAML40P 


5360 

Lift 3TICK1 J first B#par«tP thft 


5300 

L -j p B j DRW input, into J ts 


54*0 

1 _^ft a [ k part tbitl 0 and 


54 10 

Lift ft ; 11 - . - 


size 

LSI* 0 


543* 

5 T ft IEMP1 


S4*( 

a mb 4(5*3 


54SB 

STft HEMM 


54*0 

LOft rtl*i i ,,-ftnd- US V part 


■ 471 

ARB H(*C 2 l*ltS 7 4ft* 


S4«« 

OR A 


547* 

i 5 R a 

J 


55** 

ST* *EMY 


551* 



55 Z * 

1 ft K U L ft H ] 

any jifiFffn(cT 

555* 

CPM HE MK 


5540 

Bid TRYT 


5550 

L*ft TABLES.K 


55** 

CMP HE MK j 

mrb fl«t Jttt ST 

55?0 

B*E RICH T 1 

ri*i.t 

1110 

l.bW HC DDR* 


55 0* 

•CM 


5b *0 

J4ft KCHftHCr 


66 10 

JfV TRYY 


5*Z* 

R1CHT 


SfrJ* 

LfK HEBDB* 


5*4* 

I NX 


5*5* 

J5R MEHUfttf 


505* 

TffYV 


9 6 70 

L*Y OLOt f 

Any difftrtrtCf 7 

5**e 

C*y HEMY 


507* 

VC* TBIS 


57*a 

L ft ft Tft*lCl,V 


S7S # 

CtRP HE MV t 

Rank out MP or ft 

9711 

B HC fttlMM 


573* 

L Df TfOQKfl 


S74* 

BET 


575* 

BEV 


5790 

J» VCHAHGE 


577* 

J HF fRIB 


8100 

BOMH 


E77* 

LDY YdOORft 


EBBS 

IttV 


5*1* 

tlf 


5*70 

J5R YCMftHBE 


553* 

TBXS 


5*4* 

L ft A H E MM J 

chan<1* tiUKS r i 

555* 

71P BLBH i 

fur 4*XT lit** 

5 ■ 6 * 

Lftft HEMY 


E B 7 ■ 

5Tft DL*Y 


52] ft* 

104 ItRXfl J 

Check fir* *ytt. 

557* 

BMC or-1 


5 7( a 

RT5 l 

4 t 1 ■ 4.1 t , 


471* OKI 

StJB JHF (B1IILOW 
51J* : 

554* OLD* .BTTF » 

5*5* DLfrV .avtfc * 

SHI HE MM , (VTE * 
wsZ* hehy .BTTE * 

E10 * TP*LE1 .SVTE 1.3,l».3 


G 5 thi.s is the index as to what IOCB is 
being used. 

Lines 3300 to 3350 handle the CLOSE 
procedure. The players are taken off the 
visible screen. This is the ONLY time their 
positions are changed external to 
XCHANGE and YCHANGE and this is only 
because the co-ordinates don't matter after 
that. 

Lines 3360 to 3400 handle all the non- 
implemented functions. 

Lines 3410 to 3470 handle a SPECIAL 
command and determine if it is a NOTE or 
POINT in which case the relevant routine 
is called, or some other function r in which 
case the 'not-im piemen ted ' routine is 
colled. 

Lines 34&0 to 3520 contain a table for 

each axis which is how many times a 
play or/missile co-ordinate must be divided 
to be in the correct scale for a screen 
co-ordinate, The first number is for 
Graphics 0, the second Graphics 1 und so 
on. 

Lines 3530 to 4090 handle a NOTE. The 
individual driver is called and then the 
co-ordinates are manipulated by subtrac¬ 
tion und division to make them into 
graphics screen co-ordinates. The division 
is accomplished by a rotate right which 


divides by 2 r this being repeated the num¬ 
ber of times specified in the tables. 

Lines 4090 to 4610 handle the POINT com¬ 
mand which is virtually the reverse of the 
NOTE cammand- 

The rest of the program handles DOS code 
for MEM LG, and the run address of the 
code, plus the two bytes used to store the 
arrow's co-ordinates. 

THE DEVICES 

Phew! Instead of going through each driv¬ 
er, I will give a brief outline of how each 
device returns values. See also the dia¬ 
grams which might make it u bit clearer. 

JOYSTICK: This returns values in a 
4 -bit form, one bit corresponding each to 
up, down, left and right. All that is neces¬ 
sary is la check for each bit and move as 
appropriate. 

THAKBALL: Again this returns a 4-bit 
value but in a different form. Two of the 
bits indicate whether the ball is travelling 
up or down, left or right by setting or 
resetting the bit as appropriate. The other 


two bits CHANGE when vertical or hori¬ 
zontal movement is encountered. There¬ 
fore we must store the old value and check 
it with the new one. We must do this at 
least twice, else the user will never get a 
chance to move if he keeps is finger on the 
fire button. 

ST MOUSE: A couple of other drivers 
are available far an ST mouse but none of 
them have compatibility with any other 
devices you use, so your nrm-mousing 
friends can't use your wonderful programs 
Anyway h this driver is easier to customise 
because you have the source code! 

A mouse works in a similar fashion to a 
trakball, for each axis there are two bits. 
These bits change us the ball is moved 
along that axis in the following way: 


00 

0 

8 

01 

10 

IT 

11 

10 

01 

00 

00 

01 

10 


etc. depending on which way you are 
going. 
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» t rfm .. . 

sic a bfm n mu ti-mouse n 

111 3 DIM tt by S1HH Tr«H tt 

HP 4 RtH B Listing J B 

Pf S HFH U IRdNEALL.DBJ MAKER tt 

ih i MM w -- n 


LT 7 REH n HER ATARI U1EH February 30 tt 

cz a #em ii m iii un i mijj 1111111 1 irtrrn t mmttmiimrnmfim 
HO 3 IfH 

«K 2 0 NLN A rPA 0.0ft L. L - U D 7 HflKfcK A 

cl t«i ABF a 

KV 110 RESTORE I DIM HEK t C32I.AtEl3 
t N 130 REAR MIMS 

LR 170 FOR H-l TO LEHCHEKtS-1 STEP 3 

KT 14* AS-RFRMB.B+iJ 

AM 15+ It fHEtt CLOSE B1 J EHR 

CR IRE PUT HI, UM tltl -Ell All! 

IRSttM 121 1 -7* (At (ilJnr'j-US 
IP 170 ME X T 0 
MS 1B0 GOTO U* 

RR Z00 DATA FFFF1FZZ 003 2 AR00D 34A 4A 4 A4 A B P 
Ph 31* DATA &*17AR00R34A4A4n4a4SFi + C0»V3 
KU 2 2* DATA ?l*BFRI+E!jFS?yrt4f AWfl+CIEJJCB 
PE 139 DATA CB2B7r304CmZAClEZIOBBIZ17r 
fiJ 210 RATA ZflREF54DnS3Z2+*2F*I7A5F5E98.1 
V, aE# RATA FOtAAEtR33Ea?«662«4C7222AElP 
t( 100 RATA Z1CAZf6ft ZIPSrlieB0TIAABSO ZPO 
Hi ICO PA 1 4 01B04C27Z200XX 


Listings S and 6 
The Tmckbalf Driver 
Above in Basic 

Right in Assembler 

Only one bit changes at a time and this 
tun be difficult to process because the 
order is not true binary. This is called a 
grey code (ooh!) and avoids an error when 
bath bits should change but don't quite 
make it together. To read this sequence, 
we have a table of 4 elements, which is the 
correct sequence for one direction, 

TOUCH TABLET: This is an ana¬ 
logue device and returns a value between 
0 and 22B tor each axis, although I only 
use 160 (x) and 192 (y) values and cut off 
the others which means your stylus or 
finger is not right up against the tablet 
edge. The x axis runs 0 to 22S left to right 
and the y axis runs 228 to 0 top to bottom, 
so this value must be inverted. The three 
fire buttons each return a bit in STICK(l) 
(for port 2) but if you don't want to check 
which button is pressed you can just see if 
the value is IS (none pressed) or not 15 
(any pressed). 


CUSTOMISING 
THE PROGRAM 

One of the main reasons I wrote this 
program is because I found it so cryptic 
going through a mouse device driver 
trying to find out how it worked. I started 
from scratch, I didn't even know how a 


s««a 




3400 

LBA 

TFMP j 



501* 



541* 

AMR 

1*504 



5*2 » 




5420 

r t ii 

UP 



5H1I 




5430 

Lry 

ycUAhR 

j 

ch+ftu*: dOM 

0040 

t nrrrFTiJM 



5440 

I MY 




585* 

i 



5450 

EH f 




0000 

5TICK1 = tSIBl 

j Hoed ipttd! 



JP SR 

YCHANGE 



0070 

5TRIG1 " 045 



54 78 

JMP 

HOflII 



6846 

t 



548* 

UR 




a 0?A 

i Le4v* Tht rtlleHini * Lintf 


543* 

L&V 

VtOGRp 

i 

ch«no+! up 

5 1II 

i Rf PRUfttPS OVt i * YOU intAnd to 


550* 

REY 




sun 

; append this 

it thp fgurct 


5310 

9tY 




5 1 a a 

1 



E 3 Z 0 

Jlfr 

VCHnMCt 



E17B 

XCHAN0F" 07054 



559 0 

noniE 



5140 

YCHftfrGE= 31*7F 



5 5 4 0 

LRA 

TEMPI 



315 + 

XCRQRR = 5111+ 



555* 

FOR 

m. oudL 



5140 

V t: li Li fi E. z frCRRRR+l 


5540 

AH* 

U5*2 

: 

Mb change l*Ft or 

SI 70 

TtHRi - +rs 



5570 

3tU 

1*13 

t 

riflht {bit 41 

5100 

ve+em &*i 



5544 

LRA 

TE*H>t 

i 

SO thftfc tnpipar 

£1*0 




55*0 

AMR 

05 01 



32** 




560* 

FED 

LPFI 



011* 

1 Thr r*rt af 

thf CDdr BOTH 


361* 

LRX 

XCDCRD 

j 

change! right 

3ZZ0 

j prlhodi uii, 

50 TTPf tt 2Hf ! f 


56*0 

IKK 




3ZJ0 

ffra*RAM 



5410 

J5fr 

XCMAfllE 



314* 

40* STTCF| : 

1poped >0 tints. 


564* 

J«P 

trti; 



575* 

13* A 1 

Start th» rurra-nt 


56 5* 

L«FI 




535* 

14B a : 

value- so we don't 


566* 

L OH 

NCOORD 

3 

rhangei left 

527+ 

C 5* * j 

90 WiE7i"l off in 


547* 

BEH 




534* 

L 50 A ; 

inv direction 


5*4* 

J5* 

UCHAHC.F 



320* 

4T* flLPWAL 



36*0 

1*141 




530* 

mr i mOOP 



37*6 

LP ft 

TtHfl 

J 

31*0 this vblut 

311* 

ton 1TICK1 ; 

9ft itfw value 


0 710 

IT* 

DLRUAL 

) 

to cheCh R*Ht tiH* 

532» 

L5P R 



6710 

LRA 

UHGi 



511* 

LSfi ft 



3730 

SHE 

UK 5 



E34E 

L3R ft 



S740 

RT3 


i 

Mor# t1«i»0. 

5350 

L SR A 



575* 

0X3 




3 9*0 

3 1 ft Tt. MV J 



S 761 

JHP 

Wft IiLOOP 



53 70 

FOR OLDUAI. : 

If HO tern pr- dams 

3770 

i 




5300 

Ait* use j 

[bit 3 no change! 

374* 

StpUAI. . 6YTE 

0 


51*0 

BFG HOREZ ; 

go try horizontals 

1 





• 


trakball or mouse worked. There's not 
much point in having a program that 
only does what one person wants it to do 
so I have tried to make It as easy as 
possible to change it, Remember, if you 
make the code any longer you will not he 
able to assemble the individual drivers 
separately as the equates will be wrong. 
Many of the changes you can make in the 
BASIC listing - those that don't change the 
length of the code. See the REM statements 
In the Basic CORE.BAS program. 

CHANGING THE SHAPE OF THE 
ARROW: Change the bytes between 
ARROW and ENDARR. If you want you 
can have less or more bytes but make sure 
there Is the same number of bytes after 
BACKG, If your new shape does not have 
its reference position at the top left you 
will have to change XOFF and YOFF, or 
the Indicated numbers if using Basic, In 
Basic: you must keep the arrow to the same 
number of bytes, thus if your shape is only 
5 bytes high pad out the rest with 0 J s, See 
the diagram for more details, 

CHANGING THE ADDRESS OF THE 
PROGRAM: This can be done in the 
Assembler code by changing PM5TGRE in 
line 1230 of the program. The program 
takes up 2K from addresses PMSTORE to 
PMSTORE+S7FF and MEMLO is set at 
FMSTORE+S800, You may make MEMLO 


higher in either Basic or Assembler if' you 
wish, thus protecting memory for your 
own use. Eventually I shall produce a re¬ 
locatable version. 

ADDING A NEW DEVICE HANDLER: If 

you have a device other than those E have 
written drivers for, say a light pen or a 
keyboard (I didn't Include this as 1 can't 
imagine anyone without a joystick) you 
may want to write your own. Here's how 
to go about it: 

a) You may use the XCQORD and 
YCOORD variables to find out the posi¬ 
tion of the arrow. 

b) To set the position of the arrow, load X 
with the P/M co-ordinate and call 
XCHANGE for the X axis, or load Y and 
call YCHANGE for the Y-AXIS. You may 
move the arrow to any point and need 
not check that the co-ordinates are 
within the main screen area, 

c) You may use the variable TEMPI ($F5) 
if you need zero-page storage, but don't 
expect it to keep Its value between sub¬ 
routines. 

d) Your routine should end in RTS when 
the user has signified end of input (e.g, 
pressed a trigger or key). 

e) The last byte of your code should not 
extend past PMSTOKE4$2FF, You have 
about 220 bytes to contain your driver, 

confirmed overleaf 
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i 

1 B 6 B PASfrL2 - 02fc 
5B7B PADDLJ = 6 2 7 
SBBB 5TFC*1 A 613 
5BTB J 

sib* i Litui cm fniluving 3 iin*s 
j 1II | of rquitii dul if yrju intend to 
3120 ; append this dl The uotir l t* lligt 
3130 2 

5140 HCMflXSJF- *7366 
3130 VCHAHtt^ >2021' 

3130 KCGD-RO = J1Z1B 
3170 VCOORb - JitOBSOtJ 

310O «r-vcn>qapi| 

513* i 

3200 | Th* P0*t o t ThC (Bhtt 3DTH 
3310 i Mth«H» Uie, id Type If IMi ! ! 
5??0 i 
3330 j 

3240 PROCDAH 
S1EB MIHtBDP 

S200 LD0 ^TTCitt [ Cfceck tar trigger 

*270 CNP ttis ; f»ii three register 

5233 3 fit mQJfUk i 10 9TICKJ.) 
si *U K I 3 
S1BB HDTRIG 


MV ll« ft 16 I Oft t :bm 


f* 110 RfdB HFMS 


5630 ST6 PfiUUdL 
55th 1 DA PADVdL + J 
5730 rfrC: □<■ 

371* IT* PADVftL * 1 
5720 Jtft Half 
9?» cpy 43 
32*0 3 NL L00PO 

3/3f LOT HZ 
5740 LDDF1Z 

3770 CLC 

5733 L3H PABMALtl 

3730 ROR 7BBPftL 


H rtHIS 


Listings 7 and 8 
The Touch Tablet Driver 
Above iti Basic 

Right in Assembler 


(Lift Ttact) 


Mouse 


Mine range from 78 to about 170 bytes. If 
you have to use more space, change the 3 
in line 1480 to 4 and you have an extra 
256 bytes, but using any of the missiles 
will corrupt your driver. 


rupt the X register. The Y register should 
hold the status of the command on exit; 
!=success, 128=break abort. 146= com¬ 
mand not implemented and so on. If you 
want commands that are specific It) each 
driver, e.g. checking fine buttons, 
then separate assembly of the code is not 
possible without indirect lumps through 
temporary locations {ugh!) and because of 
this I have not implemented these, admit¬ 
tedly simple, functions. 


CHANGING Tift COLOURS: You may 

change the colours whilst using the driver 
by PQKEing to 704 and 705. To change the 
default colours, change the values on lines 
1720 and 1740 (Assembler) or those indi¬ 
cated in the Basic code. The formula is as 
usual; 


Right - 
the Joystick 
driver 


If you want any help on writing a new 
driver or modifying mine, feel free to write 
Or send a disk for all source and object 
code. I will be glad to supply a bootstrap¬ 
ping tape plus the four drivers on receipt 
of a tape. Please send an 5AE though. 


16*Colour+Brightness 


ADDING ADDITIONAL CIO FUNC¬ 
TIONS: To add GCTBYTE PUTBYTE or GET- 
SI AT us functions, write your own code 
and erase the label from Sines 3360 to 
3380. You may find which IOCB to use in 
the X register (JOOIOC&Q S10=IQCB1, 
J20-IOCB2 etc), which command to use in 
address IQCB+2,X and you should not cor¬ 


Simon Trew 
322 York Road 
Stevenage 
Herts 
SGI 4HW 
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IF AN ADVERT 
IS WRONG, 
WHO PUTS 

IT RIGHT? 

(111, 

The viviTtising St;in(lards \uihmil> ensures 
tidvcrtisi'iiirnis mrti v\ ilh iMr si riel Lcnlp ni \iivrrl ising 
Prsiclicr, ttn if ymt qiK'stitiN ;m arhTrlisrr. Ihc-> h;iic* 
to answer Li its. 

To Hud (Hit iihhy about tin 1 \H V 
plrasr writr lc» VdvrrtisiTifi SliiruInrds 
\m Ur pi \. Brook llonsr, 

Tnri'iiiitton l l hn r. I.ihhIhi HUt; 7IIN 

AM 

This Mpurr k In (lie tnl^frslr, of high HlaitiOrds In dUirrtkHriiieilifft. 


XL/ REPLACEMENT ST 

and 

EXTENSION CABLES 


BROKEN JOYSTICK? 

Nine out ol ten. "broken' joystick require 
only a replacement cable since ihe wines 
often break at the plug end, With Atari 
type joysticks, simply slip the spade lugs 
of this replacement cable onto the PC9 
Should fit Other joysticks all he ugh the 
lugs may need replacing 

' REPLACEMENT JOYSTICK CABLE £Z.5D 


OTHER CABLES FOR ST 

HARD DISK REPLACEMENT CABLE N 

HARD DISK EXTENSION CABLE (1 METRE) fl 

2 METRE FLDPPV BISK DRIVE CABLE H 

2 MET BE FLOFfV DISK DRIVE EXTENSA'S MULE El 
1 (MDS1,'52DS1FH TO MOftl TOP WITH SCART £1 
SOCKET 

520ST TO PHILIPS BW3 MCA’TOR El 

MONOjCOLOUR switch UNIT El 

(Allows mono ind do a* 'nan-lsr; |g rfimart 
ennrected and switched: 

PAIR Of COILED MIDI LEADS E 

WOVE YOUR PRINTER 

You don't need to keep your primer sc 
close to the computer, An mzmm cable 
will fit between your existing cable and 
your printer to enable you to place the 
printer almost anywhere you want. Du n't 
he restricted! Fits any Centronics setup 

Z metres £7.95 

3 metres £11.95 5 metres £14.95 


ST JOYSTfCK/lflOUSE 
EXTENDER 

No more fiddling about underneath your 
HMO or 520 This short extender allows 
both joystick and mouse tc tie connected 
a short way from the sockets. Saves wear 
on the plugs and sockets and makes 
swappmg of joystick and mouse easy 

£5.95 

CABLES FDR XL/XE 


f'jg KLflE 1 METflf REFlAEEWEN r 
[JJjj SERIAL CABLE 
£14 9S KLOtETO MONO MONITOR 
Elffc Mj-XE TO SCWT 
_ XUXE TO COMPOSITE VIDEO 


All cables are lop quality 
g5 for laultless data Iransfer 

ST to BSD HULL MODEM CABLE 

If you already have an 150 interface or 
P:R: Connection you can now hook your 
XL'Xt up In your Si and transfer tiles 
with any comms program. This cable 
simply pi ups betwee n the menace and 
ST modem port Use Kermii (available pn 
both machines) or similar lo transfer files 

£8.95 


Pott and packing me in UK. Send cheque or p 0 . or quDle Actm/Vlre number to 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 IDfl 

Telephone orders by Access or Visa accepted. Tel. 0795 213929 


listings 9 and 10 The Joystick Driver 
Below in Basic 

Right in Assembier 


ME 2 HEH U MLfI-ffltisc u 

*u 1 HFH 14 bv liiwn Trf* 1* 

Y4 * i£« 14 biMinl s n 

LI a reh n jmriEK.DBJ hakcr A 

5 » e K----- a 

LI r bin n hlh atari user rtbruirv 11 ft 

cr u. reh tui4jmimiu E m i tc [ »»n i m ii m i nntt4iiiintt «4444i 

NO f BE H 

ni ree upt* tti f e,«, M ei jovitick.mj ih 

XV 11 ■ H E !j 1 n BC 1D1H HlKl 1311 , At El) 

EK LIE READ HEH1 

l» 1JB FOR R=I TQ I FR (MFJlf 1 - % 5-TER 2 

31T 14R At=HEXt(Bjl<ll 

1 H 15 # IF 4 S = "HK J ' THE* CUKE Hit EH# 

GPt IBB PUT tl j lA^C (At3 -‘71 CAti “C'kttj 
14SC (At £41 1- J« (44 >■■«";» -4BJ 

IB 17 * *EHT n 
W IBB IjDTO lit 

IT 2flB 4ATA r F FF IF 2 3 66 2 2 AD TTft21'FM 70100 
VI 111 tlTA ieAClE12Bigill7FZe«Rrt21tll« 
OH lie baTo «G4Cie;?CflC#7*7F?eA5F5FO*4bB 
cf iit iaii erActmcAiBDtitAirillvdRiAr 
CU ?4B ftflTL *E lft?:IEftI«66?«4ft)4C314:F*KCOD 
AH !Et DATA BOB 30 BO 1604C 1F 2 2KH 



IftS* ; 

xeee mem = ois 

1 * 7 # STfllCl - ns 

aeea : 

tut* i Leave tht ftllHiM E < iotr 
liil i af TtUAltf tut if you intind to 
1111 i Append this at the lourcf itift. 

lire i 

ill# H c h a * (j.t - fiasi 

m« ICHMNC: S 1 *FC 
U51 HCdOBB = 5?tl4 
1164 YDO D R B = HCFIORD-H 1 
117* TEWl T tFS 
ttt* *-TC 0 <M«tl 
119# ; 

j,j*g ; The rest of the le* aom 

111* r HtlhAdl uit, HO type IT 1ft!!! 
i tie i 

im POQGA4N 

1740 hi. I Ml LI Li P 

1210 Ibl ITJCKl ; Ctt Stick value 
1ZC9 111 TEMPI j save in Trnpl 

1270 AMO «tll | chick bit 1 Cup} 

itee bhe om 

t##* rev vcflOBP 

1140 DFV 

1310 OF V 

1120 JS« VCHANCF 



Ula 

ON 1 



11** 

l.ftjk 

IFMftl 


1I» 

AHb 

U»2 3 

chirk hi* t idowil 

1 ICO 

IMF 

□ K 2 


1I7B 

LBV 

VCOORO 


1300 

TMV 



13** 

IWY 



140ft 

Jltt 

Y CHSMOL 


1410 

bkt 



me 

Lb# 

TEtftl 


14 J* 

AHB 

ntai f 

check All 3 Cleft! 

14 4* 

ft*E 

OK] 


1-45.0 

L#M 

HCOftie 


L4ftB 

BEN 



ut> 

JlH 

KDMAMCil. 


14 ftO 

ON J 



tee# 

164 

TCNPi 


VS** 

AMO 

Uifis ; 

14d Alt 4 <n#ht) 

151ft 

ONE 

OK 4 


i 5 T« 

LftM 

Hcaehe 


153ft 

1"X 



114* 

JHt 

KCUANbt 


1551 

044 



15 ft* 

LP4 

t* ; 

Hoi t for 4 jiffA.. 

15?B 

Leepft 


1 5 fl fl 

CHIT 

*o 


ltn 

BED 

L OOP} 


ie»ft 

LOO 

ItRIGl ; 

Check button 

I«I« 

ft Re 

OKI 


1511 

BTi 



1630 

OKS 



1*40 

JMB 

HAr*L004 
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THE 


by Won ter Schul 


Each person caught 
2 points 

Man in Ambulance 

Collecting medal 
extra life 


Crab your helmet, slide down the pole and into the big red engine. 
There's a fire! 

A big apartment block in town is burning and if f s you job to rescue 
the occupants as they jump from various floors, Tou must operate the 
rescue blanket held by two brave fireman and catch people as they 
fall in order to bounce them into the waiting ambulance . You have to 
be quick and must be careful that falling sparks do not damage the 
blanket , If this happens you must go over to the ambulance to collect 


The game ends when you 
have dropped too many 


a new one. 

If you rescue enough people , the owner of the building might want fo 
give you a medal but you'll have to be quick to collect it, as the fire is 


slid raging! 












TO THE RESCUE 


CS % ©EH 


Hcmter Schtil 
irken r Hal l and 



JU 2 RtM If TO THE RESCUE B 

HI 4 WtM R Houter Schul tt 

WO 5 REM U Harken, Holland tt 

sh 6 «Efi hr- — -- — ■—-- u 

LT 7 REM « HEM ATARI USER febroarv H 

ci 6 rem mwmmn4iimummiinii i u ii niumtmmumm 

AY ie REM 

ftL inn ? “UPlease be patient while I in it 
■ a | ise" : GOS1ID 1 BOO : R CM 
MS lie POKE 559,0: COSUB 1500!PEM 

a _ 

hr iza go sue 2000 :hem rt ryvi.w r^r~f TT^ 

UG 130 GOSUB 5000;PEM MiH'K^rC-T 4l\ 

AH 140 GOSUB 3 0€'M!REM 

zl 149 rem l't-vif-t 

UU 150 K=14iY=20 

0A 160 LEUri:SC=e:L-3:BR-e:M-fl:NT-e 
OL 170 TtlJ-i:T(2|-l!T(3J"l:T£41=1 
EE 100 C£1T=1:C£2J=0:C(39-0!Cl 41-0 
OR 199 REM rlF^ITWiTiTiJ 

NY 208 FDR 1=1 TO 4 

BF 210 5-5TICK10S:POKE 77,0 

BK 22B IF 5=7 AMD H+CY~2®J*2®<27 THEM H = K 
+1!IF X>19 THEM X-0!V-21 
HH 2S0 JtF S = ±l AMD H* CY-281 *20> 5 THEM H-H 
-1!IF H<0 THEN tt=19:Y=20 
SJ 240 IF BR = 1 THEM 480 
Ffl 25® POSITION H,Y:7 tt6;AS 
CH 270 IF M=1 THEM GOSUB 53® 

af 2?s rem wuii mmmTmEttixTA 

LO 300 IF SC-LEV*i®0>0 AND LEV<4 THEN G05 
UB d®0 

VS 320 IF CEIJ-0 THEN 3B« 

TM 330 POSITION S(CCIJ,1*2-13,SCCCl3*I*2> 
: ? tt* J " ■■ 

#4 340 GtI*=CtI3FI:IF CCIJ"29 TMEN GOSUB 
050:6030 36® 

FL 35® POSITION S1CClJ,1*2-iJ,S<CCl>,I*2J 
;? 06;CHR$(36+TCI33 

IP 3B0 TCI3=TCIJ+1:IF T ClJ-5 THEN TCI3-1 
GU 365 IF T (13 =122 THEM T<13-12® 

Z4 37® IF 5lcaJ,H»21-I9 TMEN GOSUB 980 

GJ 30® NEXT I 

MK 398 GOTO 200 

21 3 99 REM Kim* f-MTMIH 

OK 400 IF S<>7 AMO 5<>11 THEN 4 50 

All 41® POSITION N,Y 

KM 420 IF 5 = 7 TMEN ? »6 i ■■ t ! ** 

VK 4J® IF 5 = 11 THEN ? B6j" ttfl 11 
IJ 448 IF N+CY-2fl>*20=2? THEM BR=B 
MR 450 GOTO IBB 
DK 499 REM <11K£I41’TTTR 

KG 5®0 FOR P=50 TO 7®iSOUND 0,P,12*B:NEXT 
P I SOUND fip^e.O 

L® 51® POSITION X*Y:2 tl6; “ I* " 

SS 520 BR=liRETURN 
GK 5Z9 REM [^4-T-Tl 
BH S3® HfiMT-1 

UX S40 IF K = 5 AND Y=20 THEM 58® 

HL 55B IF MT>® THEM RETURN 

PP 560 H=G;POSITION I f Zt:7 86;*', " 

ZP 67® RETURN 

MO 500 FOR P=10 TO 3®!SOUND ® , P , 18,1® rNEX 
T P:SOUND 3,0,6,0:M=0 
GI 598 POSITION 3*20:? B6;‘** 11 J i_ = L*1IPOSI 
TIOM 8,J[? U6;INTCL3 
At 595 RETURN 
FX 699 REM IIH! 

TU 700 POSITION 5 CC CIJ , I*2~1J , 5 CC tl> , I*2J 

;? #6j“ ** 

MR 70S IE TCI3J100 THEN 77® 

JR 710 POSITION SCCtil *I*2~±I,S(CCI3 * 1*21 
*3:? 


72® SOUND 0,52,12,10 
730 FOR P=1 TO 50:NEXT P 

740 SOUND 0,0,6,0iPOSITION 5(0(13,1*2- 

13 , StC CI3 , 1*2 J +3 I ? B6 

750 L=L-liIF L<® THEN 4®08 

760 POSITION 8,3:* «6; 1M T CL 3 ; ** 11 

770 GOTO 060 

7 99 REH i ^l¥:TMf HI T 19 n«E1 
000 LEV-LEUFI 
S10 FOR 4=1 TO 4 

020 IF C (43 =® TMEN CCJ3=IU = 4 
830 NEXT J 
340 RETURN 

04 9 reh iir-i:■ *:w a;j in 

050 SC=5C+10EPOSITION 13,2:7 tt6;SC 
655 FOR P=10 TO 0 STEP -6.5:SOUND 0,1® 
•P*4, i 0 , P ; NEXT P 

857 IF 1NTCRMDC03*2®J<3 AND H“® THEN H 
=1: MT=10 : POSITION 3,20:7 B6;" jE?" 

B60 C Cl3=0 

070 R=IHTCRHDC03*43+1:IF CCR3<>0 THEN 
S70 

SB0 C Cfi 3=1:T Cfi3=1 

BBS IF TNTCRNDC01*93<LEV THEN TCR1=12* 
890 RETURN 

09 9 REM [£CKUll414;i4lW 
90® Z-0 

910 IF K+CV-203*20+2>2*SCCCI3,1*2-13 O 
R K+CY-2B3*2®+4<2*S<0 CIS,1*2-13 THEN Z 
= 1 

92® IF 2=0 AND T(I1>10® THEN GOSUB 50® 

:GOTO 70® 

93® IF CZ=1 AND TCI)>0» OR BR=1 THEN 7 
0® 

940 SC=SC+2:POSITION 13,2:7 06;SC 
950 SOUND 0,150,10,8 i FOR P=1 TO 2:NEXT 
P;SOUND 0,0,0,® 

96® RETURN 
9 99 REM MIBtti 
1000 H1=PtLK(1053-« 

1010 FOR 1=0 TO 1023 

1020 POKE RT*256+I,PEEK(57344+13 

1030 NEXT I 

1040 RESTORE 1100 

105® FOR 1=1 TO 19 

1060 READ C 

107® FOR 4=0 TO 7 

1000 READ B 

1090 POKE RT*256+ C*5 + 4*0 
110® NEKT 4 
111B NEXT I 
1120 RETURN 

128® DATA 1,64*84,84,64,169,16®,88,168 
121# DATA 3*21,21*21,1,106*10,5,42 
1220 DATA 4,0,0,255,255,0,0,0,0 
123# DATA 5 * 26, 2 8,73,62,28 * 26,54,99 
124® DATA 6,33,19,222,252,222,19,33,® 
125# DATA 7,99,54,26,26,62,73,26,28 
126® DATA 6,132,200,123,63,123.200,132 
. 0 

1270 DATA 9,107,187,0,230,230,236,0,16 
7 

1280 DATA 10,246*96,96,96,96,96*224,12 

6 

129® DATA 11,0,28,62,119,99*119,62,28 
11#® DATA 12,255,255,255,255,255*255*2 
55*255 

1310 DATA 13,108,56,254,16,55,46,60,58 
1320 DATA 14,255,170,65*170,255,0,0,0 
1330 DATA 20,0*65,34,8,20,0,34,65 
134® DATA 29*0,73,0,8*93,0,0,73 
1350 DATA 30,16*62,74,48*220*246,24#,2 
24 

136® DATA 31*0,36*36,2#1*246,240,224,® 

continued 
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TO THE RESCUE 


HR 1370 DATA 27,16B, 14 8,148 * 2 41,212, 24 0,1 


;“ + W»1 0 :heht i 

28* 


DP 3100 POSITION 5,2:? HE^'SCORE : 8 

HN 13 00 DATA 32,0,0,252,252*48,32,168,32, 


LIUES : 3“" 

Jfc 14 99 REH IJaif^TiiailllB 


BU 3110 POSITION 0,22:? H6 : ■■ 

J?Y ISGO PNG=P£tK(1©6>“16:PH=PHG*256 


if * 

JK 1510 POKE 54279*PMCfPOKE 53277,J 


KT 3120 POSITION 15, ZIJ^ »6; "PVVVVI' 1 

MW 152(1 frdft 1-PH+51Z TO PM+768:P0KE 1,0 


AF 3200 RETURN 

EM T 1 


HK 3 99 9 REM [ifjRl=»H?i4J3 

QB 1525 RE 5 T OWE 1550 


H5 40©8 FOR r=© TO 4 

UH 1530 READ P,0i IF P<® T HEM 1560 


HA 4010 FOR J-14 TO 0 STEP 1 

IC 1540 POKE PM+P,B:GQT© 1530 


01 4020 SET COLOR 1,14,1 

Ft 155© OAT A 585,24,566*60,507,60,719,24, 


GW 4030 SOUND 0,1*20+48,1©,1!SOUND 1*1*19 

720,24,721,255,722,255,723,24,724,24," 


+35,10*1 

1 * & 


FF +040 NEHT J 

RA 1560 POKE 704,144; PQK E 705,5© 


FH 4B50 NEHT I 

EL 1599 RE M VTFmilS^l} 411*1 


U© 406O SOUND ©,0,0,0:SOUND 1,0,0,0 

OY 1600 RESTORE 1670 


Rp 4100 GRAPHICS 0 i POKE 752,l:POKE 53246* 

, KV 1610 FOR I-J536 TO 1551 


O:POKE 53249,0 

00 162B REPO 0 


AF 4110 SETCOLOR 2,12,2:5ETC0L OR 4,12,2:9 

OR 1635 POKE 1,0 


F T COL OR 1,12*14 

FN 1640 NEXT I 


PM 4120 POSITION 10,5:? ♦■**+ > [rflllt 4U 

ML 1650 A =11 SRC15 36) 


€ ***" 

flD 1660 RETURN 


HT 4130 POSITION 15,13:? "SCORE : "iSC 

G€ 1676 ORTA 104,160,10,162,6,159,7,76,92 


L H 4140 IF SOttISC THEN MI5C = SC 

, 226 


OK 415© POSITION 15*15!? "HISCORE $ ";HI 

CM 1660 DATA 174,192,2,232,224,160,200,2, 


St 

162,144,142,192,2,76,98,220 


GJ 4160 POSITION 6,22 17 "prDsS OLtlllf for 

FY 1999 REM M ■ nrfl *»■“*tiWI Trlfl 


another gaiw" 

TA 2000 DIM AS 110) ,5C28*8>,T£4> *Cf4> 


UN 4165 RES=5500:RESTORE RES 

nc 2010 05=;“ »«$la M 


OJ 4170 IF PEEfCC53Z79*=6 THEN 130 

IC 2 02 H RESTORE 21BO 


OK 4180 GOSUB 5208:GOTO 4170 

HO 2930 FOR 1=1 TO 0 STEP 2!FOR J=0 TO 28 


KN 499? REM ma+iM: 

MO 204O READ X ,Y 


JF 5000 GRAPHICS 17 

□ E 705 0 Sf J, X)-H :SCJ,I+D=V 


ST 5018 SETCOLOR 4,O,2:SETCOLOR ®,B*10;5E 

HP 206Q KENT J i NEHT X 


TCOLOR I,2,6lSETCOLOR Z,2* 1©!SETCOLOR 

C* 207© HISC=?9 


3,14*8 

66 2090 RETURN 


gH 5028 POSITION 3,6:? B6;"T0 THE RESCUE! 

RH 2100 DATA 0 , O „ 2,6 * 3 * 6,4,7,5,8,5,9,5,10 


*i 

,6,11*6,12,6,13,7,14*7,15,7,16,8,17,8, 


OR 5030 POSITION 3,7:? »6i ’ 1 - 

10,0,19,9,10,9,17,10,16,10,15,11*14 


4 1 

IP 2110 DATA 12,13,13,12,14,12,15,11,16,1 


FF 5040 POSITION 9*14:? B*l"btf* a 

2,16,13*17,14,17,15 


HR 5©5© POSITION 7,16i? B6: "rtnfcfrllHH 1 ' 

TM 2120 DATA 0,0*2,9,3,8*3,9/4,10,5,11,5, 


UR 5860 POSITION l,22t? BE ; ' 13Z333 START Q 

12,5,13,6,14*6,15,6,16,7,17,7,18,7,19, 


ERECT 1 

0,16,B,17*9,16,10,15,11,15*12, 16 


UM 509© RES=560O:RESTORE RES 

WN 213B DATA 13,17,13,18*11,19,14,18,14,1 


AE 51O0 IF PEEKfS3279)=6 THEN SOUND 0*0,0 

?,15,16,16*15,16*14,17*15 


,0:SOUND 1 * 0,0,0:RETURN 

CT 2140 DATA 0*8,2,12,3,13,4,14,5*15,5,16 


g© 5110 CD SUB 52 ©O:GO T 0 510© 

,6,17,6 * IB,6,19* 6,10,6,17,7 * 16, 7, 15* 8, 


AL 519? REM tFT 4EI7i£l£3 

14*8,13,9,13*9,14,9,15,10,16 


CN 5200 READ S,&:IF S <8 THEN RESTORE RES! 

QE 2150 DATA 10*17,10*10,10,19,11*18,12*1 


GOTO 5200 

7,13,16,14, 15,15,14 * 16,14 * 17,15 


1 HH 5Z1B SOUND 0*0*6,© 

MT 2160 DATA 0,0,2*15,3*16,4,17*4*10,4,19 


EA 522© SOUND 1,B,10,4 

,5*18,5,17,6*15,6,15*7*14,0,14,9*15,10 


OT 5238 FOR 1=1 TO 4 STEP 0-4 

,16 * 10 * 17 * 10,18,10,19,11,18*12,17 


GK 5240 SOUND fi*S+2*CI=XMT<11) * 10,5 + 4*<1< 

LC 2170 DATA 13*10*13*15,14*14,14,13,15,1 


)TNT(I)J 

2,16,12*16*13,17*13,17*14, 17,16 


FH 5250 NEHT I 

IC 2999 REM H4LL41U 


AZ 5260 RETURN 

HR 3080 GRAPHICS 17:POKE 756*RT:P0NE 559, 


P0 5500 DATA 121,251*123*251*123,251,123, 

46 : POKE 53248*202:POKE 53249*193 


251*108*217,108,217 * 96*193,96 * 193* 96,I 

IS 3010 DL=PEEK<560)+PE£K£561)*256 


93,96, 1,93 

LT 302© POKE DL+Z4,5:P0KE DL+7,2 


GS 5510 DATA 91 * 182 * 81, 182 * 91,162,Bl* 162, 

PJ 3036 SETCOLOR 4*9*6:SETCOLOR 3,2,4:SET 


96*193*96*193,96,193,96,193,91,182*81, 

COLOR 2,8,14ISETC0L0R L,15 * 0:SETCOLOR 


182,72*162*81,162 

0,3,12 


KG 5520 DATA 91,182,91,102,91,182,91.162* 

AN 3040 FOR 1=6 TO 19:POSITION 0*1:? 06]" 


96* 192 * 108,192 *96,217*108,217*-1,0 

• m 41 ; NEHT X 


El 560O DATA 72*144*91*144,72,182,91*182* 

JY 3850 POSITION 0*5!? B6 ; "■ ■ “ : POSITION 0 


96*193,123,193,96*251,123*251 

, 20 :? no;‘IMI'” 


HH 5618 DATA 96,193,91,182,51*162.72,144, 

HO 3060 FOR 1=7 TO 16 STEP 3:POSITION 2,1 


9i,144,72 * 144,91,182,91 * 182 * 91,217,188 

:? »6 POSITION 2,I"2:? B6*CHR$fl58 


.217*96,193,123,251 

+ I«T CRND tG J 42) 5 J NEHT I 


DU 5620 DATA 8,193 *0,162* 0 * 162,-1,8 

NT 3B70 POSITION 17*19:? 



LJM 3068 FOR I = |6 TO IB 1 POSITION 17*1:^ t*6 


• 


. ' 

-———-——-— 
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John S Davison tries a new utility that allows 
text and graphics to be combined 


behind a letter heading, or 
sandwich a graph between two 
chunks of text you can get 
away with knowing a bare 
minimum otoout them, 
l tried using Atari writer Plus to 
produce the text to append to 
the letter heading, but you 
can't use Print-Filer to capture 
the text as Atariwrlter Plus 
needs that memory under the 
ROM for itself, it is capable of 
printing directly to disk any¬ 
way, so you can then use DOS 
to copy/append it to your ex¬ 
isting Print Shop graphic file. 
After further editing you may 
then print the composite docu¬ 
ment using the Print function 
provided in Print-Filer's editor. 

Another possibility is to keep 
the graphics files separate from 
the text and use your word pro¬ 
cessor's 'embed file r command 
to insert the graphics into the 
text at the appropriate point. 3 
tried this with Atari writer Plus, 
but it misinterpreted the 
graphics dato stream and got 
thoroughly confused. This 
approach worked fine with 
Mini Office H, though. 


Have you ever wanted to create _ 

a fancy letter heading using 
Broderbund's excellent Print 
Shop, and then print out below 
it a letter created with a word f 
processor? Or needed to embed 
a computer produced graph 
into some text you've written? 

Ef so. Print-Filer could help you, 
as its purpose in life is to pro¬ 
duce and print composite docu¬ 
ments containing a mixture of 
text and graphics. 

The package consists of just 
one single sided disk, Instruc¬ 
tions are In a hie on the disk, 
and if you follow the guidance 
on the disk's dust jacket you'll 
soon have them printed on 
paper. In fact you end up with 
a six page document contain¬ 
ing both the instruction text | _ 

and graphics from several sour¬ 
ces. That's right. Ram bit pro¬ 
duced it all using Print-Filed 
The disk also holds the main 
program code, plus several 
demo files for you to look at 
und experiment with. IJ * 

To use Print-Filer you'll need a I iV , L 
machine with 64K memory 
(800XL, 65XE, 13QXE), a disk 
drive, an Epson compatible 
printer, and graphical print 
software which will run in 48K. - : ' a ' ' 

When you boot up Print-Filer it 
cunningly installs itself in the RAM under 
the Operating System ROM, This is why 
your other software should be able to run 
in 4BK, otherwise Print-Filer would be 
fighting it for the same memory area. A 
special cut down version of Print-Filer is 
supplied, however, which can share some 
of that memory with certain other prog¬ 
rams. Onoe Print-Filer is Installed you can 
then load your print software,, and run it 
as narnial- 
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ROTTWEILER! 


Print-Filer is also capable of handling 
more complex editing tasks such as selec¬ 
tively copying/overlaying part of one 
graphic into another. Try this and you'll 
suddenly realise some aspects of Print-Filer 
are about as friendly as a Rottweiler with 
acute bellyache! I'm not joking - you have 
to manipulate the print line data directly 
in memory, and keep track of everything 
yourself using hexadecimal addressing! 
OK, so Print-Filer helps you do hexadecim¬ 
al arithmetic and hex-dec-hex conver¬ 
sions, but for heaven's sake! It's almost as 
bad as machine language programming! 

Overall, Print-Filer is a good idea, and 
with skill and patience you am produce 
good results with it * particularly in con¬ 
junction with Print Shop and Mini Office 
II. I suspect it may be just too complex for 
the general user, but all you techie types 
may find it a useful utility to have around. 

PRINT FILER fS AVAILABLE 
FROM RAMBIT PRICE £8.00 m 


Print Shop inserts printer control charac¬ 
ters to space down to the next page after 
printing the letter heading. 3f you want 
your text to follow the heading, you need 
to remove those redundant control charac¬ 
ters by using Print-Filer's editor, which you 
load as a separate program. 

Editing is where things start getting hairy. 
Graphical print data looks totally incom¬ 
prehensible to most people, so you need 
help if you're going to edit It. Print-Filer's 
editor breaks the data stream up into indi¬ 
vidual print commands, and lets you list 
them with one command per line. It also 
translates some of the commands into En¬ 
glish for you, such us ESCape,, and CR 
(Carriage Return), but everything else 
tends to be hidden. You can request it to 
be displayed, but it's then shown in hex¬ 
adecimal format! 

To REALLY understand whafs going on 
you need to be thoroughly au fait with 
your printer's command codes, however if 
all you want to do is shunt some text 


DISK OR PRINTER? 


Print-Filer lurks under the ROM watching 
for print requests from your other software. 
When it sees one it asks whether you want 
to use the printer as normal, or write the 
output to disk instead. In this way you 
cun,, for instance, yet Print Shop to write 
that fancy letter heading (or anything else 
it creates) into a disk file instead of direct 
to paper. 






Remember the ANALOG 
magazine loader program 
that most people use to load 
machine language games? 
Now you no longer need to use 
it - Nick Higgs new program 
HEXSAVER is twice as fast! 

H exsaver is a program which will take any object 
code file and produce from it a self contained 
BASIC program which can be used to type in the 
file. It's chief use would be for the typing in of 
machine code files. 

When you run Hexsaver there are three simple prompts. 

The first is INPUT FILENAME Df 

The cursor will be at the end of the P; and you simply complete 
the filename of the file you wish to convert. 

The second prompt is OUTPUT FILENAME D: 

Again the cursor is at the end of the D: and you simply complete 
the filename of a temporary file to which you wilt LIST the BASIC 
loader program complete with hexadecimal code. 

The final prompt is FINAL PROGRAM'S OUTPUT FILENAME 

ELAUTORUN,SYS 

The cursor is on top of the the A of AUTORUN.SYS and if this is 
the name of the file you want the BASIC program to recreate 
then just press RETURN. If you require to use another name then 
type over the filename AUTORUN.SYS and be sure to delete an 
characters remaining from that name. 

When your have typed the three filenames HEXSAVER will read 
in the file to be converted and then LIST the BASIC loader and 
hex code to disk using the filename you supplied to the second 
prompt. As each line of data is written the message WRITING 
LINE xxxx will be displayed until the complete file has been 
LISTed to disk. As the file is in LIST format you should resave it 
by typing NEW and then ENTER [filename]. Once loaded the 
program should be SAVFld back to disk. If you use the sume 
filename as your temporary LIST file then that file will be 
overwritten. 

RECREATING PROGRAMS 


In use HEXSAVER is extremely fast r checking your typing and 
writing to disk as it goes and L hope that it becomes the new 
standard for typedn magazine programs, , 


NEW ATARI USER is mightily impressed by this program 
although its major disadvantage is that it cannot create 
boot tapes. We would like any contributors who submit 
machine code listing for disk only to use HEXSAVER as 
the BA57C loader, Authors wilt find if fast and easy to 
use and readers wiit be delighted with its speed. 














February ?fl tt 


cs * REtt mttmnt I »imimttHtmHmiitutHtm i mini mm * 
AS 2 REM U HEK SAUFP » 

Lt 3 REM tt by H 

MT 4 SEM U MiCk HiqMjs tt 

MG 5 REM n a 

SH 8 REM tt - O 

LT 7 REM O NEM ATARI USER February 90 tt 
c i a rem tiiiHtmimtmin»nintni*n t mn i ntmt i mtmtm 
TS 10 DIM INFILE$ CZ01> OUTriLE$IZA) F PROGri 
LES f20) ,LTMtiUH)* LXMfCHITS (B0) .NCf(4Z] 
, B5S C2 0) 

JW 20 FOR A = 1 TO 42!HERO 0AEMCS(A,A)uCHR$ 
(DAI EMEKT ft 

Hft 38 OAT ft J04, J62, it, 1*4,157,69, 3,104, IS 
7,68,3,16?,?, lb-7 * 66 , 3, 169 ,128,157 * 73, 3 
AH 40 DATA 185,0,157*72*3*32*86,228,162*1 
6,185.71,1,133,213*109.72,3,133,212,98 
EQ SO LINF OUTf (13 =CHA$E03 : L IHFOUTSfflO>-CH 
RS (07 : LINEOUTS (2) t LI me out S : BS5 (1) -C hr S 
t in) f BSS 1203 -CHRif £30) ; BSS £2 3 = BS$ 

IL 68 TRAP 80:POKE 784,44 

01 70 ? CNflSE12SJ;CMOSC291JCHRS(29)J" IMP 
UT F IL £ NAME I D I “; BSS (1, I) J ] INPUT SI0 
(INFlLEliOPEH Jtl , 4, O * INFILES ! GOTO 90 
ML GOsue 590!GOTO 60 
BV 90 TRAP lie SPOKE 704,44 

NG 100 ? CHRS(29) i CHRf (29) J OUTPUT FILE It 
A ME l o : ■■; OS? Ei , 23 ; : INPUT ttl6 J OUTFILES 
: OPEN B2,0,0,QUTFXLE$1GOTO 120 
SR 110 GOSUB 590!GOTO 60 
PO 12B TRAP 590 

OH 130 POKE 764,44!? "11 FINAL PROGRAM'S*' 
:? ■* OUTPUT FILENAME J P^AUTORUM* SYS* 1 ; 
OSS(1,13);rINPUT B16;PWOGFILE* 

GU 140 FOR A-1536 TO 1682!READ DA ! POKE A, 
DA INEXT ft 

CA 150 DATA 104,104,133,205,104,133,204,1 
04,133,207,104.133,206,169,255,141,145 
*8,160,0 

MB 160 DATA 146,146,6,236,145,6,173,145,6 
*201,40,Z0S,1,96,172,145,6,177,204,32 
NA 170 DATA 66,6,172,146,5,173,143,6,145* 
206.200,140,146,6,173,144,6,145,206,20 
0 

CU 164 DATA 140,146,6,76,23,6*141,130,6,4 
1,240*74,74,74,74*141*143,6,173,130 
UH 190 DATA 6>41,15*141*144*6,173,143,6,3 
2*131, 6,141, 143 *6 * 173 * 144,6,32,131 
&W 204 DATA 6*141,144,6,169,0,131,212,133 
,213,160,2 4*165*212*113* 264,133,212,16 
5 * 213 

HP ZIO DATA 105*4*133,213,200,192,4«,?0Q, 
230,96,1,201,10*144*4,24*105*55*96*24 
VH 220 DATA 105*46,96*40*49,40*00 
HD 230 DIM A$(ZB0B8);AS(1):ASCZ0008)= 
,, 9 <l lA5t2J = ft5 

BK 249 ? “1 4 nKiT:1VlTrr^ -: IWFILE1 

FM 250 LN=U5R(ADRCMCS) * ADD CASH !AS = A$C!,L 

■ I 

VZ 260 60S UH 390 

GH 270 LIME-990:P0S=-39 

BL 2Q0 LIME=LXHE+10 IT " HTrllHTM LIME "ILIM 
E 

JJ 270 ? tt2 ; STR S CLIHE1 1 “ DATA 
IP 30O LINES (D-CHR5 C«) i LINE* t40)-CHR*(Bl 
JUNES C2)-LIMES 

OV 310 POS = POS*40 !P051 —POS+40!IF PDS1> LEM 

(AS) Then posi=lencas>:lines=a$epos* po 
511 : GOTO 360 

LT 320 LIMES=AS IPOS , POSH 

HU 330 CHKSUH = U5P(15 36,APR CLINES) ,ADR(LKM 


E0(1 TSi ) 

All 340 ? tt2 ;l IHEOUT5;","; SIRS CCHKSUtt) 

PM 350 GOTO 250 

IA 360 CHK5UM-U5RC J536,ADR CLIMES),ADHtLIM 
LOUTS)J 

OH 370 ? «? ; L IMEOUTS Cl, C CP0S1 P05H)«Z]) ; 

*■*“; St RStCHKUIH) 

01 380 END 

TD 390 ? »z;"18 DIM LIME$(80),LIMEGUTSE40 
) !OPEN Bl,0,O*" J CHRS134)IPROGFILES* CMR 
S C34) 

HP 400 ? U22 M 20 LIME-990:TRAP 100:50506 2 
00“ 

OH 410 ? B21“30 LIMES Cl)=";CHRSE34>j"0“iC 
MRS (34) ; M fLlMES(80)“* l 'J CHRS (34) t ,, 0 ,, ;CMR 
£ (34);"t LIMES(Z)=LimeS"; 

MM 420 ? t!2 i " ! LIHEOUTS=LlMES Cl * 40) " 

LI 430 ? B2*"40 LINE-LIME+10:READ LINES,C 
HK5UM; ? " i CHRS (34J j * , aUH33iiIB L I ME “;CH 
RSC34) ; ■* J LIME*' 

HK 440 ? ItZ j M 50 CHK=USR C1536 , ADR CLINES) , A 
DR C L I HE Oil T Si ) *■ 

OF 450 ? BZ;'*G0 COSUB 300!? Ol J LlMEOUTS Cl 

* LEM CLIMES)/Z) j:GOTO 30" 

CtE 468 ? BZi"100 ? Bli CLOSE B1! ? ";CMRSf3 
4); TfVr ~ riie^rt34i; h :end" 

EM 470 ? »2;»’Z00 FOR A-1536 ID 1658! READ 
D ; POKE A , D : MEHT A : RETURN ki 
DM 400 ? B2;“210 DATA 216,104,104,133,204 
,104*13 3 *203,104,133,206*104*133,205 * 1 
69* 0*141*127*6*141" 

NA 490 ? B2;*'2Z0 DATA 128,6,160*255*140,1 
25*6,140,126,6,173,126,6*201,39,206,11 
,173,127*6“ 

€E 500 ? 02;“230 DATA 133,212*173*128,6,1 
33,213*76,172,125,6*288*146,125,6,177, 
203,32*111,6“ 

EO 518 ? 02;“248 DATA 10*18,10*10,141*123 

* 5,17 2,125* 6,208,140,125,6*177*203*32* 
111,6,24“ 

TK 520 ? O2;“ZS0 DATA 109,123,6,172*126*6 
*200,148,126,6* 145* 208,24*109,127,6*14 
1*127*6*173“ 

EI 530 ? O2;"260 DATA 128*6.105,0,141,128 
*6,76,30,6,96,281,58,144,4,56*233*55*9 
6,56,233,40*96" 

HJ 540 ? »2;“380 0LME=PEEKCie4)*25&+PEEK( 
103)“ 

EI 558 ? Si; "318 IF LINEOPLME THEM ? “;C 
HRS (34) J "ISIIL# “J CHRSC34) j “J STRS (LIME) ; 
'V? CHRS (34) ; ” J CHRS (34) J " ! EMD" 

Lft 560 ? tRj"32B IF CHKSUHOCHK THEM ? “j 
CHRS (34) ; J fJ:T:Tif1 IN DATA AT LIME “I CHRS 
C3 4) j ; 5TRS CLINE) ! EMD" 

LV 678 ? 02;"330 RETURN" 

ZR 500 RETURN 

UF 590 TRAP 5 90 1 POSITION % , 18 i ? 

IH 680 IF PEEK (1951=162 THEN 7 “[HiaEIjMliE 


K HAS HO FfttE SECTORS! 


CD 

610 

IF 

PEEK(195)~165 

THEN 

7 * 


EABOUF 

FILtHAMF CHARACTFRSU 

« 

vu 

628 

XF 

PEEK Cl95)=169 

THEN 



Ik more 

THAN 8 4 FILE'S! 

4 


MP 

638 

XF 

PEEK(195)=170 

THEN 



It: HOT FflUfit. 


MU 640 POSITION 2,221? ' 


HIT AMY KEY AMD 


Hem try again. 


Pk 650 POKE 764,255:CLOSE HI:CLOSE B2 
JO 660 IF PEEK(764)=255 THEN 65« 

MA 678 POKE 764* 255 
15 680 RETURN 
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A TUTORIAL SERIES BY GORDON CAMERON 



THE FINAL 
ROUND UP 


I would tike to shirt oIT this issue by apologis¬ 
ing for the absence of this column for the 
past two issues. This was unfortunately un¬ 
avoidable, and I hope 1 haven't lost too many 
people because of it- Anyway, thanks to those of 
you who have stuck with the articles -1 have had 
a surprising amount of mail, which only goes to 
show what a sizeable following both the lan¬ 
guage and the 8-bit machine still have. I still 
have a few people to reply too -1 will get round 
to it, as I try to reply to everyone's letters. 


on. Apologies for any confusion. 

Finally, Mr.X from Toytown asked about some of the commands 
which i hope to explain this issue, as well as including some very 
useful programming aids written for Turbo basic. These arrived 
too late to be included in this issue, but I'll try and Include them 
next time. 

Ill try and finish off my tour of Turbo Basic this time with a 
look at all those commands that I've missed out in previous 
issues, along with a summary of where and when I covered the 
others. 


LETTERS 


COMMAND ENHANCEMENTS 


Andrew Stephenson from Knottingley in York¬ 
shire sent a very interesting letter singing the 
praises of Turbo Basic. As he points out,, the 
language has all the extra features, yet leaves 
the programmer more memory than the old 
basic. Andrew was interested in finding out if he 
could write a program in TB, compile it, and 
then distribute it to interested parties, along with 
the runtime unit, without infringing copyright, 
I'm happy to say that you are perfectly at liberty 
to do this - in fact, the entire Turbo Basic lan¬ 
guage package can be freely distributed without 
copyright infringement, as long as this is done 
without profit to the person doing the distribut¬ 
ing, In other words, as long as you don't charge 
people for the programs (apart from a nominal 
copying amount, or the price of an SAE), you are 
free to distribute them as you wish - in fact, this 
helps to spread the language, so more people get 
to hear about it. If Andrew, or anyone else for 
that matter, lets me know about programs they 
have written that they think may be of interest to 
others, then [will be more than happy to pass 
on this information to other readers, 

Nigel Edwards from Leighton Ruxzurd kindly 
send me a disk of programs as well us a listing. 
He had trouble trying to get a couple of prog¬ 
rams from Stephen Williamson's excellent 
Machine Code Library to work under Turbo, so 
set about writing the code to correct this. The 
article in question was in the JUNE/JULY issue, 
and dealt with the loading and saving of screens 
to disk. As I have included a somewhat simpler 
program in a similar vein here, I've decided not 
to include his program, however if you are in¬ 
terested drop me a line and I'll be happy to send 
a copy of his program. 

James Easter, among others, noticed another 
deliberated) mistake in Issue 89 -1 stated at one 
point, incorrectly, that the hexadecimal digits A 
through F corresponded to the decimal numbers 
11-16. This is WRONG, and as 3 mentioned later 
on, A actually equals 10. B is 11, C is 12 and so 


DEM As well as providing us with enhancements to the origin¬ 
al basic, TB also modifies and improves on some of the earlier 
language's commands, The first such command is DIM, and has. 
as before, the format: 

DIM a(n) 

or 

DIM a$(n) 


where a is a real variable, aS a string name, and n or] integer. In 
old Atari Basic, this command merely set aside space for the 
array in memory, without bothering about the contents of that 
memory, In TB, the DIM statement allocates the space, and also 
CLEARS each of the elements in the array. In the case of a 
numeric array, the elements become zero, and with a string, the 
elements become null characters (ASCII value 0). For example: 

DIM A(10) 

sets aside space for 10 elements, as well as setting A('1),A(2) .... 
A( 10) to have value zero. 


INPUT: How many times have you had to first print a prompt 
onto the screen, and then have another statement to get the 
response from the user. If the answer is 'many', then the mod¬ 
ified 'INPUT' command will come as a boon. As well as acting as 
it did before, you can also have an optional string of text before 
the variables: 

1MPUT "This is a prompt? ';a,b s e 

The text string is printed, and the cursor uproars immediately 
after the string where you can type in the values required. For 
example: 

IMTTJT ' Please type in a number " ;NUM 

will prompt for a number, which will be stored in the variable 
NUM. 
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EH 1 HtM 


OR 400 


HT 2 REM » 
Cl 3 (ten U 
#Z 4 REM « 
MF 5 BEH I* 
WI 6 REM a 
HE 7 BEH U 


TURBO BASIC 
Saving and Loading 
Graphics Screens 


Gordon, Cameron 


UK a rem « hem atari user February 90 a 
FF 9 BEH 
OH LOO REM 
OH 126 GOB HAIM 


011 130 
OH 146 


QE ISO PROC SETUP 


75 10 # 


FJ 10# 


&IM HOME £(2#) 

DIM BLANKStl20) 
BLANK-AOR(BLANKS) 


JH 190 FOR LOOP-41 TO 120 1 BLANKS ELQ0P3 — 
CHR5(40)tNEHT LOOP 
UJ 200 NAME®™ 11 # : TEST , PIC" 

KG 210 NUM-BVTE5=32#»I92Z0 

vo 220 rnDPnoc 


06 236 


GK 2SB PROC WAIT 


tl« 200 


WHILE IHltE VS ! MEM# 


VY 2 76 END PR OC 


PF 200 
PH 290 


FE 300 PROC WIPE 

UJ 310 FOR L OOP”0 TO 7000 STEP 40 
ID 320 MOVE BLANK,START* LOOP , 12C1 

IS 330 NFKT LOOP 

DQ 340 FOR L OOP = 7600 TO O STEP -40 
IJ 3SO HOVE BLANK,START+LOOP,12# 

ZY 300 NENT LOOP 

UG 376 TENT 116,94,“PRESS A KEY” 

MB 300 ENDPROG 


OD 4±0 PROC SAVE 

CZ 420 START=OPECKC80) 

OG 430 OPEN Bl,8,0,NAMES 

HR 440 QPUT HI,START,NUH BYTES 

KQ 456 CLOSE »l 

VY 460 ENDPROC 


PF 470 
PH 400 


HU 490 PROC LOAD 

CM 500 STABT-DPEEK C86) 

HU 510 OPEN fll,4,0,HA MES 

YZ 520 BGE1 8i,START,NUH_BYIES 

KN 536 CLOSE Bl 

VII 540 ENDPROG 


PC 550 - 


PE 560 


EJ 576 PROC OBAH 

AM 500 GRAPHICS 24SCOLOR 1 

AS 590 TENT 137,94,"PAGE 6" 

QO 600 FOR LO0P= 16 TO 95 STEP 12 
EM 610 CIRCLE 160,96,LOOP 

PG 620 CIRCLE 16#,96,LOOP,LOOP+12 

01 630 CIRCLE 166,96,LOOP+12,LOOP 

ZH 640 NEK T LOOP 
VY 650 ENOPROC 


PF 660 
PH 676 


PI 390 


WZ 600 tt MAIN 

AG 690 EMEC SETUP 

AM 700 EHEC DRAM 

ZV 710 EHEC SAVE 

B« 72# TENT 137,94, ■’SAVED ! “ 

CD 730 EKEC WIPE 
OC 740 EHEC WAIT 

SP 750 TEHT 118,94,*', .. LOADING _ 
TG 766 EHEC LOAD 

CH 770 TEHT 129,94,"EH VQXL* ■" 
DK 700 EHEC WAIT 


GIT AND IHJT: Whilst on the subject of output, it's perhaps 
worth mentioning the command PUT, which can now be used to 
display a character on the screen, by specifying its ATASCIJ 
number. For example: 

PUT 65 

prints the character r A' on the screen, and is in fact identical to 
doing PRINT "A". It is useful for displaying control characters in 
a shorter, simpler way. Just remember that anywhere you see 
PRINT CHRJ(n), you can now replace it with PUT n. Hence, PUT 
125 dears the screen. 

GET is the opposite of PUT (surprisingly enough!) and is a 
simple way of waiting for a key press, and then storing the key 
pressed, without needing to worry about opening and closing 
channels, as you had to in Atari basic. So: 

GET WHICH.KEY 

will store the value 65 in WHICH_KEY when 'A' 15 pressed on the 
keyboard. This is equivalent to doing something like: OPEN 86, 

4 r 0, -K:": GET #6, WHICH JCEY: CLOSE #6 . Given the choice, 
which would you use! 


LIST, DEL, SOUND and CLOSE Also conveniently, 
LIST has been modified so that you can list program lines from 
a certain line to the END of the program, even if you don't know 
what the last line is. For example: 

LIST 100, 

will list all the lines from line 100 to the end of your program. 

If you r re feeling destructive, then you can delete multiple lines 
in one swift blow. In this case, there is no original command to 
do a similar job, So TR introduces a new keyword. DEL, which 
you can use to get rid of bits of program. 'DF-L START,STOP' will 
delete all the lines between START and STOP. So: 

DEL 10,100 

deletes all the lines between 10 and 100 (inclusive). This saves 
you the trouble of tediously typing 10 then 20 then 30 .... and so 
on ad nauseum! 

A couple more modifications ore made to the keywords CLOSE 
and SOUND, ff you use the word CLOSE on its own in a 

continued overleaf 
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program, it now closes ALL 7 channels (1-7). SOUND on Its own 
turns of all the sound channels. 


PROGRAMMING OPTIONS 

A few people have written in to say that they discovered the 
available commands as I did, with a disk sector editor! They 
mention the commands *L, 'F and *B. and wonder,, as I did, 
what they do. Well r all can he revealed! 

When Frank Qstrowski wrote the language, he 'altered 11 the 
programming environment, and 'corrected' an anomaly of the 
old basic, but left the programmer the option to revert to the old 
system. 

The most noticeable visual change is the indenting that TB 
automatically induces in your programs. Although this isgener- 
ally thought to be a good thing, you can revert to no indentation 
by typing J *L-\ To switch the indentation back on, type J *L+' or 
J *L r - this is the default. 

When you write programs and want to check for all possible 
eventualities and/or errors you can use the TRACE command. In 
Turbo Basic, including '*B' or '*0+' allows the BREAK key to 
trigger the TRACE call-in other words, the program doesn't have 
to stop when you press BREAK. r *B-’ switches this option off. You 
can switch this feature on and off throughout the program, 
perhaps enclosing a part of the program which you do not want 
the user to stop in by '*B' J *B-\ (i.e. using the line before 

the bit of program, and '*B-' after). 

Finally, there is a bug in Atari Basic which means that FOR 
loops which go backwards' execute at least once So: 

FOR A=6 TO 1: PRINT 11 This ifi an error Jl": NEXT A 

would print the error message even although the loop shouldn't 
really execute at all! Using **F' or '*F+' corrects this bug, but if 
you really insist that this bug is a feature, then '*F- r will return 
you to Atari Basic style loops! 


DISK I/O 

The BPOT and BGET commands are useful additions to the 
programmers library, and I've included a short program which 
shows how they can be used to load and save a Graphics S 
screen. The format is BPUT #N, ADDRESS,HGW M ANY r and this 
writes HGWMANY' bytes from memory address 'ADDRESS' on¬ 
wards to channel N', 

BGET operates in a similar fashion ('BGET *t N,ADDRESS,HOW- 
MANY 1 '). This reads 'HGWMANY' bytes from channel 'N' into the 
memory address 'ADDRESS' onwards, 

These two commands are convenient for writing blocks of 
memory to disk, tape or memory [including screen memory, as 
shown in the accompanying listing). BGET and BPUT are actual¬ 
ly useful shorthand. For example: 

BFUT # 1 ,DFEEK(8B), 100 

and 

FOR A=0 to 95: PUT #l n DPEEK(e8>+A; NEXT A 

do the same thing, namely writing 100 bytes from screen mem¬ 
ory to Channel 1. 


ODDS and ENDS 

A few more commands will finish up this five part introduction 
to Turbo Basic, These, together with the others I've tried to 
describe, should hopefully leave you with a wealth of features to 
use in your own programs. 

PAUSE: Rather than have empty loops,like: 

FOR A-l to 10000: NEXT A 

to cause delays in your program, a command 'PAUSE' is avail¬ 
able, 'PAUSE HOWMANY' will stop the running of your program 
for H0WMANY/5C seconds. So; 

10 PAUSE 500 

will stop your program at line 100 for 5 seconds. 

INSTR and UINSTR: These are somewhat strange com¬ 
mands in that they do not appear in many languages. Usually, 
you have to write a procedure to do this for yourself, but Turbo 
gives you two ready written routines, What do they do? Both 
commands allow you to find a small string inside a larger one. 
For example, the string 'Future is Promises" contains the sub¬ 
string "Promises", Basically, what these commands do is to find IF 
a smaller string is contained within another, and if so, where 
that string starts. An example should serve to explain. Say we 
have a string variable TESTS, and; 

TEST$=“test" 

Then, the command; 

PRINT INSTR("This is a test" ,TEST$) 

would print out the value 11, as this is where the smaller string 
("test 1 ') appears in the larger one ("This is a test'). However, if the 
smaller string is NOT present, then 

PRINT INSTRC "This will return zero 11 ,TE5T$) 

will print out the value 0, as 'test" does not appear in the target 
string. More generally, 

INSTR CBia$ n Lr[TLE$;) 

will look for the string LITTLES in BIGS and, if it is present, will 
give a number which tells you where the substring occurs, or will 
give 0 if it is not present. 

This might all seem gobbledegook, but try it to get the hang of 
the command, and yau'll be surprised how simple and useful it 
is. After experimenting, you'll probably find out that INSTR 
doesn't check for words of different case (capitals and small 
letters). So: 

PRINT INSTR C 'This is a teat" s "TEST'D 

will print zero, as the word 'test' is in capitals in the substring, 
but lower case in the longer string. 

The command UINSTR, however disregards the case of the 
strings, so the earlier example will give the expected answer of 
11 if you replace INSTR by UINSTR. You can, in addition, also 
add a number to the 'arguments' that SNSTR and UINSTR take. 
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For example: 

PRIHT UHJBTR C "This is a test, so it is", 11 IS") 

will print out 6 (the first occurrence of "is"), whereas 

PRINT UINSTR ( "This lb a test, so it is","IS", 10} 

will print out 231 (the position of the 2nd occurrence of "is"). The 
number 10 tells the computer to only look at the big string after 
the 10th letter. In general: 

INSTR (BIG$,1JTTLE$,N) 

will look for LITTLEJ after the Nth letter jn BIG$. 

Don't worry if you don't follow this completely - practise, and 
you'll quickly become expert! 

TIME and TIMES Phew !! The last two commands - and 
about time (sic!). As you would expect, 

A=TIME 

stores the time in variable A, but in a numerical format, 
whereas, 

A$=TIME$ 

stores the time in a readable fashion in A$. This is only really of 
use if you either set the time beforehand, or have a built in clock 
card. The TIME function, however, can be used to time how long 
a bit of your program takes. For example: 

.Start of your program 


1000 A=TIME 

The bit you want to time 


9000 PRINT (TTME-A) 

will print out on the screen how long it took the computer to 
execute the program lines between 1000 and 9000. Simple, ehl 

FINISHING OFF 

Well, I've made it. I 'm sorry if the above seems a bit of a 
.muddle, but I fell 1 hud tietter complete the picture, so to speuk. 
You now know as much as I do, so III have to watch what I say 
from now on and not let any errors creep in!! The accompanying 
listing Is a short demonstration which saves a GR.8 screen to 
disk, and then loads it in again. It should be easy enough for you 
to use the save and load routines within your own program, with 
very few changes -1 hope you find it useful Table 1 shows which 
commands I've covered, and in which issue I explained, or tried 
to explain, them! 

That about rounds things off for another couple of months so, as 
ever, all that remains is for me to ask you to write in with any 
suggestions, comments, or programs you wish to pass on. From 
now on, I will have to rely more heavily on your ideas, so please 
da get in touch -1 will do my best to reply. Finally my thanks to 
Andrew and Scott for help with the article. 

Write to GORDON CAMERON, 

c/o 13 Muir Bank, Scone, Perthshire, PH2 6SZ 


TURBO BASIC COMMAND SUMMARY 


i Command Usage Description Issue 




Generates an entire line of - comments 

36 

1 

A!B 

Bitwise OR (A OR B) 

39 

nd 

AandB 

Bitwise AMD (A AND B) 

39 


* 

LABEL Sets a label called LABEL 

37 

"B 


Enabte/Disabte BREAK key trap 

This 


*F[-I 

Enabte/Disabte loop correction 

This 

*L 

-L[-| 

Fnabte/Disable indentation 

This 

BGET 

BGET #N,A,B 

Stares B bytes trorn channel N al A 

This 

BLQAD 

BLOAD FILES 

Binary load (DOS option- L) 

35 

BPLIT 

dput hmj 

Copies B b>tes to ctiannel N Horn A 

Tills 

BFtUN 

BRUM FILE! 

Binary run (DOS option L RUNf 

36 

CIRCLE 

CIRCLE X,Y,Z1|,ZZ] 

Circle at (x.yl with radii Z1 and 12 

36 

CLOSE 

CLOSE 

Closes all channels 1-7 

This 

CIS 

CLS 

Cleans the screen 

36 

DEC 

DEC! HEX 5) 

Decimal value of Base 16 HEX$ 

39 

DEL 

DEL A.B 

Deletes all lines from A to B 

39 

DELETE 

DELETE FILES 

Deletes file(s) 

36 

DIR 

DIR PATHS 

Displays file director); 

36 

DIM 

DIM AjK) T AS1N> 

Sets elements tti zero(Al or nuli(AS) 

This 

01V 

AOIVB 

inieger division of A by B 

39 

DO..LOOP 

— 

loop between DD arid LOOP - see article 

36 

DPEEK 

DPEEKfX) 

Same as PEEK<X)+2SB T PeEK(X+1) 

38 

□POKE 

DPOKE X,Y 

Y (up to 66536) stored in X and X+l 

38 

DUMP 

DUMP 

Display values of all variables 

37 

ERL 

ERL 

Line where last error occurred 

38 

ERR 

ERR 

Value of last error 

38 

EXEC 

EXEC PROCNAME 

Executes procedure PROCNAME 

37 

EXIT 

EXIT 

Exit from a DO LOOP 

36 

EKOF 

A EXOR & 

Bitwise Exclusive-Or 

39 

FCOLOR 

FCOLOR A 

Sets fill colour to A 

38 

FILLTD 

FILLTD X,Y 

Fills area which contains (X.Y) 

38 

FRAC 

FRAC(A) 

Gives the fractional part of A 

39 

GET 

GET A 

Stores ASCII of key pressed in A 

This 

GO# 

GUA LABEL 

Jump lo line with i abel 

37 

GO TO 

GD TO N 

Same as GOTO N 

37 

HEX* 

HEX SIDE Cl 

Converts decimal DEC to Base 16 siring 

39 

IF, ELSE. EH DIF 

else 

EH Cl 1F 


IF (condition) THEN do sumelhing 
do something else 

36 

INKEYS 

INKEYS 

Returns key pressed or null 

39 

INPUT 

INPUT AS:A. B 

Prompts with AS lor A and 6 

This 

INSTR 

IliSTRfAS.BtlCl) 

Find B$ in A$ jstartmg at L | 

This 

LIST 

LIST LINE, 

Lists lines from UNE to end u! prog 

This 

LOCK 

LOCK FILES 

Locks files cm -disk 

36 

MOD 

A MOD B 

Remainder alter A DlV 0 

39 

MOVE,'-MOVE 

MOVE A B C 

Copies C bytes from A to B (■ lor reverse) 

30 

ON...EXEC 

OK A EXEC B C D 

Execute B,C,D depending go value of A 

37 

ON.,.GDI 

OH AGWA1.M,, 

Gp tg label At or A2 depending on A 

37 

PAINT 

PAINT X,Y 

Fill area whith lies (X.V) in it 

38 

PAUSE 

PAUSE X 

Pauses for (K/50) seconds 

This 

POP 

POP 

POPs runtime stack lor loops 

- 

PROG .END 
PROC 

PROC NAME .END- 
PROC 

Defines a procedure called NAME 

37 

POT 

PUT X 

Prims the character with ASCII val X 

This 

RAND 

RAND IX) 

Gives p-random number between 0 and x 


RENAME 

RENAME AS B$ 

Rename file(s) AS as BS 

36 

RENUM 

RENUM A,B,C 

flenums prog from A to become B with 
gaps of C 

36 

RE PE AT.. UNTIL 

REPEAT. UNTIL 
CONO 

Repeats code until condition COND true 

36 

SOUND 

SOUND 

Switches oh all sound channels 

This 

TEXT 

TEXT X.Y.At 

Displays lexl on graphics screen (KYI 

38 

TIME 

TIME 

Return numeric value of clock time 

This 

TIMES 

TIMES 

Returns string value tor time 

This 

TRADE 

TRACED 

Will display lines as they run 

37 

TRAP 

TRAP LIMENQ 

On error, compuigr goes lo UNENU 

38 

TRUNC 

TRUNC (A) 

Whole number part ol A 

39 

U INSTR 

UIMSTR1AS.BS1.CS]} As INSTR, hul case independent 

This 

UNLOCK 

UNLOCK FILE! 

Opposite of LOCK 

36 

WHILE. WEND 

WHILE 

CONO WEND 

While condition GOND met code repeated 

36 


H E (1) Arguments Is square brackets denote optional arguments 

12) Tire .. syntax Indicates ^ block el program, perhaps split over several 
dliferent lines 
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another question included; "What program would you dearly like 
to see for your 8-bit? H 


W ell, os promised I hove given o list of BBS numbers to 
Les, This list gives you 167 telephone numbers, baud 
rotes etc. in America to choose from. Pleuse let us know 
how you got on. Oh yes, on SAE for the list would really be 
appreciated. If you come across any good public domain prog¬ 
rams it would be nice to add those to the PAGE 6 library'. 


I would like to thank those people who kindly took the time 
to write to me with solutions about the 130XE keyboard.One 
solution came from John Hurdle who sent a copy of an old 
Atari User Mailbag page. This describes the problem of corrosion 
as being caused by the 5V line feed for the function keys. The 
solution is to change a resistor and clean up the contacts. 1 will 
sort them ail out and let you know how I got on. 


A TARI have been pushing some new models recently that 
you may have heard of, the TT, Folio and Stacy. But 
when did you last hear of the ATARI Transputer Work¬ 
station? Sales hove been slow but steady and sometime in the 
new year ATARI will be bringing out a new version with 'go 
faster' chips. I have not heard anything official about the ©hits 
though. However, one of our readers is busy trying to persuade 
me to upgrade my system to 32GK„ OS card etc. I wonder, does 
Santa know how good a boy I was this year? 


A rthur Morris told me that he thinks Edmund Blake of 
New Computer Express is not really such a bad chap. I 
did not know anything about this until I read it in PAGE 
6, I wish I had read the article but then I never knew MCE 
existed ! will not get involved in this issue but it is nice to see 
comments about dubious firms. Please let u$ know if you come 
across any shady dealers. 


I am not sure about my © bit's memory but if would sure 
come in handy for me! Hands up those who heard about a 
disk controller for the 8-bit that will allow you to run 1 MEG 
ST drives. Nice as this may be ! would much prefer to work on 
the 8-bit disk format than try to unscramble an 5T file using FAT! 
Did anyone get to see the G.O.5. cartridge? It sounds fun if you 
fancy a WIMP on the 8-bit. There is word of an American 
interface for ST drives that uses the parallel port, making things 
a lot faster. Still, copying a disk that is 76GK in size could be time 
consuming, 


A nother interesting titbit that I was told concerned the 
8:16 board that allows emulation of the PC as well as 
Commodore and Apple, All for J150! That would allow 
you to use Wordstar.- if you are a masochist! Over here Simon 
Trew of Stevenage is supposed to have written a true 80 column 
device handler. How about it Simon, fancy giving us a review? 
Alan Norman from Hatfield, for one, would really enjoy it. 1 
hove to thank Gavin Moran for all this information and yes, I 
would like to see your system in action, I might even go ahead 
with the upgrades on my system. 


T his Christmas I am going to put my feet up and forget all 
about computing For a while, Unfortunately the new year 
will see me spring cleaning the computer room and filing 
everything away. I keep doing this in dribs and drabs but 
somehow I think a concerted effort in January would not go 
I hope that you have a more pleasant holiday to look 


amiss, 
forward to. 


I n issue 41 J wrote about a five line program that was sent in 
to us and said it reminded me of a child's, toy which ! could 
not remember the name of. Lo and behold, 

Derek Thompson has a program published in the next issue 
called 'Spiro 1 ,1 believe the toy was a Fisher-Price production 
called 'Spirograph 1 , Peace of mind at last, 


T here you have it,, the last article written in 1989 and the 
first published in 1990. it has been an interesting time 
for me but, thanks to promotion and a career change, I 
have had far less time to spend at home with my computers 
than I would like. 1 Found it all too easy to just load in a 
particular game and spend a few hours doing very little. That 
game was solitaire cards and as it takes some thinking to 
complete it is amazing how time passes, I hope that all our 
readers had an enjoyable year and I hope that they continue to 
support PAGE 6 (sorry. New Atari User - old habits die hard) next 
year. Have a nice time, 


R ecently I received a letter from a Mr, Thompson who 
took me to task over a paragraph about software 
houses. He would like to see 'Raiders of the Lost Ark' 
and J The Hobbit' appear for the 8-bit. 1 am not too sure when the 
next reader survey will be taken, but it would be nice to have 
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CLEVER PLAYER BEAT DRAGON 



A new/ disk-based game 
from Activision? Weil, 
not quite, SHANGHAI 
was actually produced sever¬ 
al years ago but was not re- 
leasea in the UK. Ironically. It 
was manufactured in Britain 
and exported tor exclusive 
sale or> the Continent. You 
might never have seen it were 
it not for Callisfa Computers, 
who have kindly imported it 
back again! The only slight 
drawback Is that the inlay 
cord is printed in German! 
Shanghai is an ancient Chine¬ 
se game of strategy, memory 
and luck. It requires a collec¬ 
tion of 'Mah-Jong tiles 

-- 

Title: SHANGHAI 

Publisher. Activision 
Price: £6.50 disk 

Players: Unlimited 
Loading 1,35 minutes 
Reviewed by Pool Rixon 


which are arranged into a pile 
called the Dragon. The players 
take it in turns to remove tiles 
from the Dragon and the 
game ends when there are no 
remaining tiles or no legal 
moves. The Dragon is con¬ 
structed from stacks of tiles up 
to five layers high. The players 
have on overhead viewpoint, 
but can distinguish the diffe¬ 
rent layers by the colouring 
and borders of the flies. A tile 
con only be removed if it's on 
top of a stock and has an 
unblocked path to the left or 
right. Each of the tiles has a 
symbol, and the object of the 
game is to remove pairs of 
tiles having symbols that 
match, if you need help, the 
computer can highlight oil 
the legal moves. 

Tiles are removed by ’click¬ 
ing' on arrow shaped pointer 
over them, using either a 
joystick or ST mouse. The tiles 
are small but ore very neatly 


drawn In the highest resolution 
graphics, 

A generous helping of options 
are accessed by a series of 
clever pull-down menus which 
are also ideal for amazing 
your 5T-ownlng friends with the 
power of the 8-bit! The 'file' 
menu includes o save game 
feature, although it didn't 
seem to work when I fried it 
The ‘game 1 menu allows the 
selection of four different play¬ 
ing modes for one up to any 
number of players. The most 
interesting mode is ’Chal- 


compete to see who can find 
the most moves. Time limits 
from ten to sixty seconds are 
enforced and points are 
□warded for legal moves 
made within that limit. 
Shanghai is. in my opinion, the 
best non-arcade gome I've 
reviewed in this magazine and 
full marks must be awarded to 
Callisto for transforming 
another ’game you can't get' 
into one that you can. and at 
o very reasonable price toot 
Very highly recommended. 



C YBOR-STIEN is another 
B.Ware release from 
the 'Daz' program¬ 
mers who were also responsi¬ 
ble for Darg, which is reviewed 
elsewhere in this issue The 
game is available on both 
cassette and disk, but you've 
gol to buy directly from 
B Bytes. 

This time it appears that a 
mad Professor has got a wee 
bit carried oway with his 
wacky experiments - and has 
taken to using the nearby villa¬ 
gers for ingredients! Unfortun¬ 


ately, he didn't ask them first 
and the remaining people of 
the village have infiltrated the 
Professor's castle and taken 
him hostage in protest. Much 
os you'd tike to help rescue 
the Professor, It does seem a 
bit on the dangerous side for 
a mere hunchback servant 
colled Gregor to deal with (i 
didn't write the plotll) so in 
stead you decide to embark 
on his last unfinished project - 
the Cybor-Stien monster, What 
you've got to do is collect all 
the various monster parts from 


ARMS, LEGS, 

the ghost infected depths of o 
dork, dingy and devilishly dan¬ 
gerous dungeon! (oh dear!) 
Getting back to reality, what 
we have is basically a plat¬ 
form hopping, pixel scraping 
multi-screen arcade gome, 
not unlike a dozen others I 
could mention. There are 
various problems to contend 
with as you search for the 
pieces of the Cybor-Stien. For 
a start, there are skeletons 
which pop up out of nowhere 
and are almost impossible to 
avoid. Then there are ghosts 
which are slightly more ovoid 
able but just as annoying, plus 
laser barriers. locked doors 
and fire pits! The graphics 
aren't too bad although I've a 
feeling the author may be col¬ 
our blind, and by oil accounts, 
stone deaf tool 
Cybor-Stien is on extremely 
frustrating game as you 
actually have very little control 
other whether your character 


ANYONE? 


survives, or not. There's no tell¬ 
ing when a skeleton or ghost 
will appear and the lasers 
seem equally unpredictable. 
The only way out is to switch 
info ’cheat' mode, where you 
become immune to the 
effects of all nasties. Even 
then, you can still get stuck in 
a no-win situation 1 Having ex¬ 
perienced the ending. I've 
certainly little Incentive to 
bother with the rest of the 
game. Good luck to the villa¬ 
gers-, that's what l say! 

Coming soon, we're told, 
from- B.Wore are the Mutoids, 
Return of the Mutoids III and 
Alien Brain Eaters. Uurghhl 
Watch this space if you dare! 

— 

Title: CYBOR-STIEN 

Publisher: B.Ware Software 
Price: £5.99 dbk/cau 

Players; 1 

Loading; 1 minute (disk) 
k Reviewed by Rauf Rixon 
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TOP OF THE LEAGUE 



I t's described as ’The foot¬ 
ball gome to beat all the 
others' - and let's face It. 
there have been an awful lot 
of others! But this one, Cognito 
tell us. is the 'ultimate" In foot¬ 
ball managerial games. So 
how does it differ from the 
rest? 

well, KENNY DALGLISH SOC¬ 
CER MANAGER stands out by 
the fact that it relies entirely 
on the icon approach to play¬ 
er interaction, Right from the 
start you are faced with a 
series of symbols - some more 
obvious than others - and re¬ 
quired to ’click" an arrow cur¬ 
sor over your chosen selection. 

Title: KENNY DALGLISH 

SOCCER MANAGER 
Publisher Cognifo 
Price: £8.95 cass 

Players; \ 

Loading; 19 minutes (cass) 
Reviewed by Paul Rixon 


There ore five choices on the 
main screen allowing you to 
enter the boardroom, pro¬ 
ceed with the game, load or 
save matches and decide on 
the amount of information you 
want to see later on, You may 
just want to see the final 
scores or you con view the 
full-blown 'match highlights' 1 
with graphic gool replays plus 
details of substitutions and in¬ 
juries as each match prog¬ 
resses. 

In the club boardroom you 
can quiz the chairman, Physio, 
Coach, Scout. Sank Manager 
and Accountant for their 
thoughts on your progress, The 
principal options from the 
main playing screen allow 
you to view details of the 
forthcoming fixture and your 
current position in the 
league, check the positions 
and ability of your squad, sell 
unwanted players and pro¬ 
ceed with the match, If you 


choose the latter option you 
are asked if you want to 
change the players' positions, 
If you do, an overhead view 
of the football pitch appears 
and you can place the fen 
players wherever you want 
them to go (the goalie 
doesn't get a choice, of 
coursel). Depending on your 
earlier selection, you are next 
informed of the match resuit 
or presented with full highlights 
of the big event, 

There are lots of icons to ploy 
with and Cognito advise you 
to adopt a 'click and find out' 


method of learning how to 
play, The instructions explain 
all the main options but they 
don't tell you everything, i ha¬ 
ven't mentioned the sound, 
and that's because there isn't 
any - not o single beep! 
Perhaps an appropriate tun© 
wouldn't have gone a miss in 
a 'full-priced' release Still, 
overall it's a notably unique 
approach to a much ex¬ 
ploited game concept and I 
think that anyone with an in¬ 
terest in football will find SOC 
CER MANAGER a worthwhile 
investment, 




ON THE THIRD STRIKE 


K ixx is a relatively new 
label dealing exclusive^ 
ly in re-releases. This is 
good news for newer Atari 
owners os it means that they 
can now pick up some of the 
best US Gold hits at a fraction 
of the original cost. Acco¬ 
lade's HARDBALL, is one such 
gome which first appeared on 
the British market in 1906. 
Second time around, it re¬ 
mains one of the finest sports 
simulations in existence! 
Hardball Is o simulation of 
American baseball and it 
does help If you are already 


familiar with the rules as the 
instructions supplied are quite 
brief. The game opens with a 
selection screen where you 
can decide whether to play 
against the computer or a 
human opponent, either at 
home or os a visitor and with 
or without a designated hitter. 
From here you move on to the 
Manager's decision screen. 
This shows you the selected 
players for both teams with 
details of their positions and 
past performance. Below, 
there are various decision op¬ 
tions such os substitutions and 


position exchanges. 

Play begins with o screen de¬ 
picting the pitcher, batter and 
umpire in excellent quality 
graphics. Underneath there's 
a status panel and. to the 
right, on Inset plan of the en¬ 
tire pitch showing the positions 
of batters on their way around 
the field. Using the joystick 
controls displayed on-screen, 
the pitcher selects a type of 
pitch from eight possible 
choices. He then decides on 
the location of his pitch and 
the batter must try to deter¬ 
mine a corresponding loca¬ 
tion of swing. The secret from 
the batter's point of view is to 
try and predict the type of 
pitch he's going to receive., 
and therefore whether he 
should strike or not. If he hits 
the ball (it can take several 
attempts!), the screen switch¬ 
es to a half-split view of the 
field, allowing joystick control 
of fhe fielders as they try to 
catch the batter 'out'. The 


batter can decide whether or 
not to stop at the various 
bases. Again, on-screen 
prompts show you the possible 
joystick responses. 

The game is a delight to 
watch in the graphics depart¬ 
ment - fhe animation of the 
pitcher is superbly done The 
visual effects dr© matched by 
several topical tunes which 
play at regular intervals and 
are interspersed with suitable 
sound effects of the nearby- 
spectators. 

Hardball is another classic 
that shouldn't be missing from 
any gomes collection. If It's 
not in yours, now's the time to 
moke amends 


Title HARDBALL 

Publisher; Kixx 
Price: £2 99 

Players: 1/2 
Loading: 16.5 minutes 
Reviewed by Paul Rlxon 
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A COMPLETE SERVICE IN COMPUTERS & SOFTWARE 


TOP 10 CASSETTES 


TOP 10 DISKS 


TOP 10 ROMS 


JOYSTICKS 


F-15 Strike Eagle . 

8.95 

Smash Hits 7 ... 

. 6.99 Ms Pacman . 

12, 95 Konix Mega blaster „„ 

7,95 

Spy vs Spy Trilogy.. 

8.95 

Eternal Dagger .. 

. 14.95 Joust ... 

9.95 Pro 500 black . 

14.95 

Draconus .. 

6.95 

Alternate Reality ■ 

Pole Position ........ 

12.95 Pro 5000 ‘Glow 1 .. 

16.95 

Black Lamp .. 

7.95 

The Dungeon . 

. 14.95 Designer's Pencil 

9.95 Cheetah 125+.. 

8,95 

Platform Perfection 

4.95 

Rampage ..... 

. 6.99 Donkey Kong. 

12,95 Konix Navigator .. 

„ 12.95 

Star Wars . 

7.95 

Euro Sliner Soccer 

12 95 Rallv Sneedwav 

9 Cheetah Star Probe 

14 95 

Kenny Dalglrsh Soccer * 

. 7.95 

War in Russia . 

. 16.95 Defender .*. 

9.95 Quix Shot Turbo. 

.. 14,95 

Mercenary Comp. .. 

9.95 

Pit Stop II .. 

. 11,95 Pacman .. 

9,95 Rapier Black .. 

., 14,95 

Spitfire 40... 

4.99 

USAAF . 

. 16,95 Blue Max . 

14,95 Atari Trakbatl . 

7,95 

Dru id iiimiikiki*aiiBki*i«i■■ ■ ■■ 

4.99 

Draconus .. 

. 9,95 Galaxians .. 

9.95 Konix Speedking 

9.95 



Trivial Pursuit . 

. 14,95 



■ 


TOP 20 BUDGET CASSETTES 



Pro Mountain Bike. 

2.99 

Ninja Commando .. 

. 2.99 Crackup ...... 

1.99 Speedmn .. 

... 2,99 

ChuckieEgg .. 

2.99 

Footballer of the Year 

.. 2.99 River Raid .... 

2,99 Henry’s House .. 

1,99 

Ghostb listers . 

2.99 

Living Dayfighls . 

, 2,99 Mirax Force. 

2,99 Forbidden Forest. 

... 1.99 

Sub Commander . 

1.99 

Football Manager . 

2.99 Madiax . 

2.99 Zybex . 

.. 2.99 

Domain of the Undead 

2.99 

Phantom . 

. 2,99 CygnusXl . 

2.99 Pro Golf ... 

.. 2,99 


GAMES 



GAMES 


XL XE CARTRfDGES 



Leaderbnard . 

Summer Games . 

Gauntlet ...,, 

Smash nils i - 7 l each) 
Living Daylights . .. 

Trivial Pursuit . 

Mercenary Compendium 
Spy vs Spy Arctic Antics 

Spy VS Spy Trilogy .. 

Fighter Pile! .. 


Tomahawk . 

Pinball Construednri Kit 
Music Construction it it 


Arise ... 

Polar Plena ... 

Mr Robot . 

Bela Lyra* .. 

Hits HAol. 1 . .... 

Bouldertbsh 2 . 

Arkannid ...„. 

TraiioiaMr . 

SdId Flight 

Silent Service . 

f-15 Strike Eagle 

Spyhtmter . 

The Eidolon .. 

Mirax Force . 

Hacker .... 

Rescue on Fractirias 

ealiblaier . 

Rampage . 

Shoot 'em Ups ,, 

Platform Parfeciioo . 

spindizzy . 

IhlernaliDnal Karale 

Touchdown Football . 

SpitNre 1C .. 

Draconus .. 

Droid . 

Brian Clough's Football Fort, 
ftooyan .. 

American Roadraco 

Strip Poker .. 

European Super Soccer , . 

Hard Hal Mac . 

New York City .. .. . 

Crumbles Crisis .. 

Freaky Factory . 

Slarqiiake .... 

Prappie 2 ... 

Laser Hawk . 

Colossus Chess 3 .. 

Sidewinder .... 

Jae and ine Nuclear Caverns 

Nuclear Nick . 

Knockoul Boxing . . 

Sauslar .... 

Cuihbert Goes Walkabout 
Fort Apocalypse . 


ADVENTURE STRATEGY 1 


Cass 

Disk 

Ballyhoo . 

Hollywood Hi|ir»x . 


9.05 


9.05 

Jinsrter 


14 05 

The Fawn ... 


’■1.95 

Lancelot 

11.35 

1 1.95 

Tina & Magik 

11,95 

11.95 

Lurking Horror . 


11.95 

Ingrid's Back .. 

11.95 

1 1 95 

Guild of Thieves. . 


14.05 

Knight Qtc .. 

1 1.95 

11.95 

Cloak of Death 

2.99 


The Gulden Baton ... 

2.99 


Alternate Reality City 


11 95 

Alternate Healuty Dungeon 


11.95 

Gungl inner 

Eternal Qaggar . 

Saigon 3- Chess .. .. 


9 95 


11.95 


11 95 

Thaalre Furnpe 


11 95 

War in Russia . 


16.95 

Carrier Force 


16.95 

Bailie of Antietam 


16 95 

Panzer Grenadier .. 


16 95 

6atliecrus»er .. 


16 95 

Warship . .. 


16 95 

Meth Brigade .. 

Colonial Conquest 


16 95 


16 95 

Sons ot Liberty . 


16 95 

221 R Baker Street .. . 


9 95 

Jewels of Darkness . 


1' 95 

Vietnam . 


9 95 

Conflict in Vietnam. 

11 35 

14 95 

Crusade in-Europe .. 

□eeision in the Deserl 

1- 95 

14 95 

11 35 

14 05 

colossus Chess 4 . 

8 95 

12.95 

Kennedy Approach . 

8 95 

12 05 

Hawkquesl . 


16.95 

Cutthroats . 


9.35 

Zork 1 


9 05 

SpallbreakBr ... 


9.96 

The Counl 


4.99 

Pi rate Atlve niu re 


4.00 

Scapeytvusl .. 

Scotl Adams adventures on 

12.35 

12.96 

cassette 

at 

£2.99 each - phone 



1 XL XE CARTRIDGES J 

Missile Command . 

Donkey Kong .. . 

■Donkey Kong -Jnr . 

Penan . 

. 

9.95 

12.96 

12.05 

12.96 

Dig Dus ... 

Pole Position 

. 

12.05 

12.96 


Typo Attack .... 

Slar Raiders 

Skywriter .. 

Star Raiders ll ... 

Loderunner .... 

One on One Basketball .. 

Battle-zone . 

□avid's Midnight Magic (Pinball) 

Archon .... 

Rescue on Fractulas 

BaJIblazer .. 

Blue Max ... 

Defender .... 

Galaxlan ..... 

American Football . 

Tennis . .... 

Moon Patrol .. 

Robolron £0(M ... 

Ms Patman . 

Joust ..... 

Final Legacy . 

Hero ..... 

River Raid . 

Mega Mama . 

Dreadnought Factor 

Pitfall 2 . 

Designers Pencil . 

Rally Speedway ,,,, .... ... ,, 

Miner 2Q49flr ... 

Mr Cool . 

Eastern Front 1941 . 

Food Fig-til ... 


UTILITIES 


ROM Disk 

Mini Office II . 

IS. 50 

Alan Writer 

29.05 

Atari Writer Plus ... 

29.95 

Macro Assam hler 

1995 

Micr u soil Basic II . 

19.95 

Silent Butter - Personal Finance 16 95 

Planslarium .. 

16 95 

f BUDGET CASSETTES 

R-ocklord . 

. 2.99 

System- 8 Pools 

.299 

Green Beret .. 

. 2.99 

ISMX Simulator . 

. 2.00 


Millipede 


Phanlom . 2.9® 

Transmulor . 2.99 

Paraq ... 2.99 

On Cue . 2.99 

Pro Golf .. 2.99 

Jocky Wilson's Carts .. .. 2 99 

Little Dftvil .. 2.99 

Scree ming Wings . 2 99 

Domain ol the undead ... 2 Era 

Survivors ..... 2,99 


BUDGET CASSETTES 


Nucleus .2.99 

Up. Up 4 Away .... 2.99 

Cosmic Pirate . 2.99 

Cygnus XI ... 2 99 

Revenge 2 .. 2.99 

Lasi VB ..... 2 99 

Grand Prist Simulator . 2 99 

Footballer of Ihe Y*ar . 2.90 

Mr Dig . 2 9fl 

160 ...... 2.99 

Whirlynurd . 2-99 

Warriors of Ftas . 2.99 

Tapper ........ 2.99 

twilight World . 2.99 

Death Race 2.99 

Pro Mountain Bike Simulator .... 2.09 

Spellbound . 2.99 

Zwcori ............... 2.99 

Super Zaxxon . 2.99 

Mad Jan .... 2.99 

war Copter . 2.99 

Space Wars .. ... 2.99 

Speedrun . 2.99 

Astrodrald ..... 2.99 

Invasion .. 1,99 

Daylight Robbery . 1.99 

Spooky Castle . l .99 

Molecule Man ....... 1,99 

Forbidden Forest . 1.99 

Cops & Robbers . 1.99 

Pothole Peis .. 1.99 

Feud ...... 1.99 

Crack Up .. .. 1 99 

River Rescue . 1.99 

Crystal Raider . 1.99 

Storm . 1.99 

Gunlaw . 1.99 

Frenesls ....... 1.99 

Action Biker . 1.99 

Desmonds Dungeon ,,, 199 

Leapsler . 1.99 

Special Delivery . 199 

Jae Blade .. 1.99 

Double Trouble . i J9 

Tanium 1 99 

Powerdown 1 99 

Grldrunner . t.99 

California Run .. 1.99 

Sub Commander .... . 1.99 

Dawn Raider . 1.99 

Soccer . 1.99 

Bomb Fusion . 1.99 

Periscope Up - 1 -99 

Dizzy OSee .. 1.99 

Milk Race . 1.99 

Winter Wally . 1.99 

Monkey Magic ..... 1.99 

Kick Start . 1.99 

LA SWAT . 1.99 

Stratosphere . 1 99 

Rogue ... 1.99 


*0jib 


FULL RANGE OF ATARI 2600 CARTRIDGES ffl STOCK 


219/221 Cannock Road, Chadsmoor, Cannock, 
Staffordshire, WS11 2DD 
Telephone (0543) 466577/8/9 F\ 


Add 5Dp io orders less Itian E 5.DEI. All price? correct of 
lime of going to press. Access er Vise orders welcome. 
Please add Cl per ilem lor overseas 

Please make Cheques or Postal Orders payable tn: 

'Miles ietter software* 
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either a computer c* humon 
opponent and the winner 1$ 
the first to reach the finishing 
post Controlling the bike re¬ 
quires skill and practice os you 
have no fewer than eighteen 
gears to select via joystick and 
trigger presses, The trigger by 
itself mokes- your cyclist jump 
off his b'ke and you must then 
waggle the joystick Decath¬ 
lon style - to walk him past the 
rocks and logs. If you should 
forget, he flies spectacularly 
over the handlebars and ends 
up in a big heap* 

The screen is split into three 
sections with the miadle on© 
housing the necessary status 
indicators for each player. 
Above and below this panel 
there are two independently 
scrolling windows giving 
each player their own indi¬ 
vidual view of the proceed¬ 
ings, from a side ^ on perspec¬ 
tive The graphics are, gener¬ 
ally, quite well done. On the 


I n the past. Alternative 
Software haven't been 
noted far producing parti¬ 
cularly exceptional games. 
Now, it seems, they've sud¬ 
denly upped their standards 
and produced a package 
that could well become a 
major hit in the budget 
league. The name of the 
game is PRO MOUNTAIN BIKE 
SIMULATOR and, as you mighn 
have guessed, it’s a simulation 
Of cross-country cycling. 

The general idea is to guide 
your cyclist over a series of ob¬ 
stacles - bgs. hales, rocks and 
swamps - without allowing him 
to fall off. You race against 


tion of the bike, There are two 
alternative courses to choose 
from but If you don't like those 
supplied you con design your 
own using the in-built course 
editor. Layouts can be con¬ 
structed to be as simple - or 
challenging - as you iike and 
saved to cassette for subse¬ 
quent use. 

Pro Mountain Bike Simulator 
seems to hove lots of good 
features and I'm pleased that 
Alternative are continuing 
their 8-bit support with some 
good quality software. Let's 
hope there's a more to come. 


audio front there are two 
good tunes which liven up the 
opening screen ond main 
game, Like mast tunes, they 
do become a bit of o nui¬ 
sance after a while and unfor¬ 
tunately, It doesn't appear 
that you can turn them oft (no 
pleasing some people!), 

There are various options on 
the opening screen which you 
select by pointing an arrow 
cursor at o row of symbolic 
icons. 'Night mode' causes 
the display to almost totally 
block out. so you can't prop¬ 
erly see the obstacles or posi- 


Tjtle: PRO MOUNTAIN 

BIKE SIMULATOR 

Publisher: Alternative Software 
Price: £2.99 cassette 

Players: 1/2 
Loading: 14.5 mini 

Reviewed by Paul Nixon 


lem. You can practice the 
screens individualiy if you like 
since B.Ware - as if to put the 
Tipster out of a job - have 
kindly printed a method of 
cheating with the instructions! 
The sound isn't too special, 
but it's considerably better 
than some of the other games 
Tv© come across recently. 
Don't expect to find Darg ot 
your local computer store as 
you can only buy it directly 
from B.Bytes - on disk or. py 
special request, cassette. 
Reasonable graphics, accept¬ 
able sound and a popular 
theme - not a bad little game 
really I 


cuse for what turns out to be a 
fairly straightforward 'Boulder- 
dash' spin-off. You control 
Darg - who con only be de¬ 
scribed as a very irritated flare- 
scent yellow tadpole - as he 
darts around each screen, 
scooping up the blue crystals. 
As in Bouiderdash. each 
screen presents a particular 
iogic problem that takes more 
than a second of thought to 
successfully conquer. You 
have to be quick though as a 
time limit is applied in the 
guise of an ever decreasing 
air supply, Darg can also get 
killed by falling rocks ana ex¬ 
ploding bombs and gas can- 
nisters. The trick is to use these 
to your advantage, so that 
you can get to those crystals 
that are seemingly cut of 
reach. 

There ore twenty levels in oil, 
each graphically similar but 
clearly defined and posing a 
unique and challenging prob- 


o product of $TV Software 
(where are they now?). Darg, 
the character. Is a space alien 
who has crash landed on 
Earth and, quite naturally, is 
pretty keen to get bock to 
where he came Darg needs 
energy Crystals to power his 
ship back into action and it's 
your job to help him collect 
them. Maybe you wouldn't 
have volunteered had you 
known that, by a remarkable 
piece of bad luck, they are all 
buried on the site of an Army 
ammunition dump! 

The plot is a reasonable ex- 


Y ou may recall that 
B Bytes - the Hinkiey- 
based computer deal¬ 
er - recently decided to dTOp 
some of the inferior brands of 
micro In order to become on 
Atari specialist. Not content 
with stocking other com¬ 
panies' products, B,Bytes have 
their own software label and 
the good news is that there 
□re several hew releases lined 
up for the 5-bit. 

Perhaps ’new' isn't quite the 
right word to use as far as 
DARG is concerned since it 
originally appeared in 1957 as 


Title: DARG 

Publisher: B.Ware Software 
Price: £5.99 disk/cass 

Players: 1 

Loading: T minute (disk) 
Reviewed by Paul Rixon 
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XL/XE TYPE-IN 



H ot Rod Raider is a machine code driving game 
for 1 or 2 players requiring L or 2 joysticks as 
appropriate. As Player 1 you control the white 
car by using a Joystick inserted into Port 1 and 
attempt to amass points by disposing of as 
many enemy vehicles as possible before being 
destroyed yourself, You can choose between firing bullets, 
rockets or dropping oil on the road. To fire a bullet press the 
joystick trigger. To fire a rocket push the joystick forward as 
you press the trigger. To drop oil pull back on the Joystick as 
you fire. You are limited to 20 rockets and 10 oil drops. You 
have an unlimited supply of bullets. Your lives are not 
unlimited - you only have 1 - so moke the most of itE 
To accelerate push the joystick forward and to decelerate 
pull it back. Move it from side to side to steer. 




In the 1 player game the computer controls the enemy 
vehicles. In the 2 player game Player 2 controls them by 
using a joystick inserted in port 2, Pressing the trigger fires 
the weapon according to the vehicle on screen. The joystick 
controls speed and steering like Player 1 but Player 2 only 
has 2 speeds whereas player 1 has 3.. 

Un loading the title screen displays. If no game is selected 
after a minute or so the Demonstration Mode comes into 
play wilh the computer showing game play. To select a 1 
player game press joystick trigger 1 whilst in the Title or 
Demonstration Modes, for a 2 player game press joystick 
trigger 2. Play commences immediately. 

Happy firing - and mind the lamp posts! 


TVPING IT IN 


Cassette and disk users should type in listing 1, 
SAVE or CSA VL a copy, then RUN the program. Tht? 
program will check each line of data and inform 
you of any errors. Correct any errors and RUN the 
program again until all errors are eliminated. 

When this is done answer the cassettc/disk ques¬ 
tions accordingly to create a boot tape or binary 
disk file. 

To load the boot tape remove all cartridges then 
turn on the computer while holding down the 
START key (XL owners should hold down OPTION 
us well). Press RETURN and the tape will laud and 
run automatically. 

Disk users should type in Listing 2 and save it on 
the same disk as the binary file created by Listing 
1, RUN the Listing 2 program with the disk in the 
drive and the game will load and rim automatic¬ 
ally. 

Note far disk users: If any other programs have 
been used prior to Listing 2 being loaded it is 
recommended that the computer be turned off and 
on again before Listing 2 is loaded and run to 
ensure that the game isn't corrupted by any data 
left in memory. 


BILL HALSALL'S ALL ACTION 
CAR CHASE CAME FOR 
ONE OR TWO PLAYERS 


RAIDER 



listing overleaf 


TAILS OF ENEMY VEHICLES. 
THEIR WEAPONS AND POINTS 
VALUE 



VEHICLE WEAPON POINTS 

n i « LiAirillllA J jH, 


RED CAR 


NOTHING 


BLUE CAR GUNS 
YELLOWCAR OIL 


MOTORBIKE ROCKETS 
TRUCK GRENADES 

I _ :s.. 


10 

20 

30 

40 

50 
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HOT ROD RAIDER 


cs i REN 

PC 2 REM tt MOT ROD RAIDER B 

LT 5 fif M ft by 0 

LB 4 REM « Bill MalSOll It 

hc s nen » « 

SH 6 REH B —---— B 


LT 7 hLh n hfu ATARI USER February 90 n 
CZ B REH I IBU I m i u UJ L i mm ii nji i n 
HO * REH 

tir -e REH * am 

WmnrnTTFTgVT^!jW?mTT^^^M 

BF 42 REH 

SR 44 frIH D*IS< M*0) >HfHt22) IftESTOHE 46:FO 
R H=fl TO ZZ:REAR ■:HEN(Ml-R:BERT Xf PAS 
5iB; 1 [tl CH :fl; IHflF i * "CHECKING OAlft" 
CH 4S LIKEi9 9 

EL 4b DATA 0,1,2*3,4,3,6,7,6*9,0,0,0,0,0, 
0,0,10,11,12,11,14,lb 
BH 45 LINE^LIHC*!;” L I*ifi : ft* *■!> BATS: IF LEW 
COATS) 096 THEM 76 

Ml so DATLINSPBCVC1-031 +BEEK E164) *2E6 1 IF D 
ATLIHOLINE THE If ? "HISS IRC";CHRf(253) 
t END 

HA 52 FOR H- 1 TO 57 STEP 75Dl-ftSC<DAT* IK, 
Ml)-48:D2=ASCCOATS CH+1,M+1))"48 JBVTE-H 
EXC01)*1«+HEKCD21 

C.ft 54 IF PASS 1HEN PUT HI „ BV TE : HEHT K c REA 
0 C HKSUK ! &CM 0 40 

Alt s# TOTAL -TOTAL TBYTE :JF TOTAL> 799 THEN 
TOTAL=TOTAL-10OB 

TS SB MEKT KlREAD CHKSUHilF TOTAL OCHKSUR 
THEN 76 
VC 60 GOTO 48 

TO tl IF PEER tl+1S> <>6 IMfM 7 "'ERROR "iPEE 
K(l)S);CHhS(IfiI):END 

SO 64 IF PASS f HER FOB H-l TO 43 f PUT 111 , 0 
:HEHT HlCLOSE BllEMR 

PP «$ 7 "(0)I5C OB C T) APE" 1GOSLB 80 ! IF K = 
ASCC"D"> THEM 70 

«t> 6 5 T "READY CASSETTE AMD PRESS RETURN" 
:OPEH Bl,8,128,"C:"i&OTO 74 
IP ?0 T "-BEADY DISC AND PRESS RETURN" i G05 
UD 901 IF F015S THEN 7B 
av 72 OPEN m>8>0 ,"D IHOTRQD , OBJ" 

HH 74 PAS5 = 11 LINE = 991 RESTORE 4,80:TR4A 62: 
40TO 4« 

PT 76 7 "BAA DATA";CURS (Z531 ;EHfr 
ZH 79 flEH THHfGET KEY fl fl ll f I RE *“» 

CO 40 CLOSE ttliDPEN BL,4,R,"K:":C£T Bi,K: 
CLOSE Bl:RETURN 

AL 188 DATA 0B1ABB2B742AASRBODZFOZA93C6D0 
2O3A^OO4OE7O265eEAS3aaDEaazaseFA9Z90GO 
AA72OB5BB196B4C6B27R04B,B44 
HP 101 DATA 0008#8707fl784Z00874Z758/42SUW 
7C2*0876800152825252525252505420007427 
66742069742086741302048,923 
MY 182 DATA A5CA49BCBP0OD44DLBD0B5CA6044A 
561FOSEASAOaSB1C6D2ASB229 8 38SD2 0 AOABO 6 
5D4C9OCDO47AD402038E920,316 
EH LSI DATA 6D4070B00ICE4I2fiAG41Z8C918003 
4AO4O2BC72aDO2DA91D8D41Z0A9EB0D4B20APO 
AD21 011A2846D0 52 1 704C I. J ■ 994 
HJ 184 BATA >0M17CAi0F44CCA2BA9flOA2059DA 
B119D9I17CAD&F 7A904 0 5CAA9S 9eO60fl2A920a 
081824C62E408880080807C,541 
1L LBS DATA 7triPEC67C7C7CFEC6FE7C88e08€fl 
-B1010286C AA927C38387C5410100*800O3C 7E 7 
E6A£4PPffFFPPf f FFFFfFFF,276 
IZ 106 DATA FF8fl287CFEFEC67C7CFEPeC67C688 
0000000207B702630401BBB18LB3B363*2*7 BP 
01B100000000000*02 4 1640,367 
RH 107 DATA 7BE22E5F2A74B14636BB5ZZBD01*3 
C1BBB0000*00*5AZ14*142A1C1888868888880 
‘BBBOOB8FFBBO8BOOB80BBBB , 1S7 
fU IDS DATA O0C4C0CBFFC0CBC8C3C3C3C3C3C3C 
3G3FFFFFFFFFFFFFFFF AABEFEFEFEFEF FFEFEF 
EFCFEFErEFEFEAABEBPDFBF,70S 

A j 109 data bfbfbfbfbfbfefbfbfbfbffffpfp t 

F 0 0 BO 0 080AAAAA A A AO 0 0 BBBBBOF 7600 ff OOF 7 7 
OF 7DF7 7F7DD77?F0OF 77700 e 390 
SJ 110 DATA ?D77DD77D77DDFF70D77FD77DFf7C 
2flCOOCGO8OAe9OAB90A3 3I2 32F $226000000009 
00020297720253334101010,2 
AH 111 DATA 10101000090800000010401010101 
02O2F340B0B322F240037002821203321707C0 
03721792426320000000000.* 

HH 112 DATA 11191815880027217D25B02F302S3 
2 000000102034741208F 7SE8E125E12B2B10 4B 
8B4FFFFB1FFB18403060280,43 
AT 113 BATA 01010102010101010102061BB00B2 
B1008800 080F4 3 EB4883 EF4001064b 4 2B1BB 76 
4DBftZa0BD2Ffl20P00E0?P08,285 

JD 114 BAtfl fpQ0pH0tl 9P DOPYHDHlJEiSDOOOABDB 

OE 39D0 0 0BEBB8F58656219D8Q08E8EQ70D0F5A 
7DB6DF402A2008A9D0007EB , 477 
CU 115 DATA PBFABPDAZ19020078013J19D47B7B 
DECZ19D5BB7BDF5219D6FB7BDF E217D7B078O0 
? 277DT 707B-P1022 9D A0O 7BP ,759 


Of 116 DATA 19I79DBFB7BDZ2729DD007E0E009D 
0C5A9OCBDO7D4A902BDlDD0fl9&aA28D9DFFCFC 
AD0FAAYB4 BDfiF 0 2A204BDD0,30 3 
OH 117 DATA 219DC4B2CA10F 728A42 3A984A0889 
1C0CBD0FAE 6C L A6C1E01ED0F3 7HO471A90B05C 
2A2B5A5e2OCI)ODt9lC0Catl,B77 
AI 110 DATA COCADDF3E6C2A5C2C9OFb0E9E6ClA 
5ClC91EDBDOn^n00SC 3A08F280923C8C019P0I 
6A901BSC3AD0C2BB923AO1A,63F> 

MB 119 DATA 700923E6C1*800798973A01BZ0892 
3f0C3A00E2DB923AO19ZOB923A9050SC3AO1C2 
OCB23E6C3AO442OC0 2 3E6C 3., 901 
MV 17B DATA 40AB2BCB23E6C3A0B3Z0C07IA20BB 
DllQlO9DCeiDBDOeil9DC01EEBI>0F14CE32 3A90 
BB5CaA91«BSC18BA5C01069,504 
SH 121 DATA 7OOBCO9ee2E6C16070A423AZ08ASC 
391CB7BAD 7 3E BE 059DOI4B028 A423A9 8B85CZ A 
5C391C0AZ0BZ0AD23CAD0FA,467 
OE 122 DATA C8CZ00P068A93BBD3002A920OD310 
7A92A0D2FO7A9SBO5B1A068A22 8A90 7Z05CE 4a 
9C 0 OD0E D 4A9BB BD0GD2A 903,493 
DP 123 DATA 0DQFD2AD0FQ6F838 A9C88D14!tBA9 7 
8OD4EZOA9AOBD5170O2 BB?OBd 5OO7FD72O7FBO 
49014B005E8EQO6DOEEA200,585 
HZ 124 DATA BD5OO79D7702EOEOO6DOF5A90OAZO 
f fSB09B0A06CA1QFOA9 0 0A287 TpaOD 2C A10F A A 
98385CB85BOA9070BB2A914,20 
HH 125 DATA B5C5A90AO5C6fl93FBSC7A900AA3D8 
08E9POB0F FBbOF7ABBBA9F4B513A513F00FADO 
4 02F80SAD 0582F 0834C8174 P J0S 
TV 126 PATA COCBB4C4A9OBOD34208D4EZV0DS17 
OA910a20S3O50e7CA10FAA9E4OD4020A91OBO4 
120A2flFOP10Z19P3CBECAIO^934 
HN 127 DATA P7A90CBDCO0ZA97BB5B3BDO0D0A90 
OAZ87fi6C39D12O6CA10FA20El240DJlED04C102 
7A9BBA7PB7POVBEEB10FAE6,130 
OS 126 DATA C92e6B25A9i*B61tD0*0AD910ED00 
6ADiFBEDe016Q20E12460A2eeBPB10E9DOOaEE 
8EO7FDBF5C6B77BFB2*60A2,615 
PY 129 DATA 7FCftBD80eE9D81*EEOBOPOF5E6B72 
0F62460A2BBDPeiaF9DB0OnBEB7FD0F5CBBS6 
0A27FCABD00OF 9D810FEO00,220 
TH 130 DATA POF5E6B06BA2OOBDOlOF9DOROFt0F 
8 7FO0F5C6D960A27FCA8O800F9PO10FEOO8DOF 
5E6B96OA6C9E8O8P0O77BBO,035 
AT 111 DATA 7BA700SSC 9001206O50PPA49 700SB 
4aDaiD8A5CBia7D3rZZBSCBSD10061069«10Dl 
1S68D302ZBDC102BD3S77SG,437 
UP 132 DATA B7BD2B22AOA6D7B9CBZ8FOO29&60# 
EC3C4D0F4 A 900 65BB6 OA008ADOAPZ2 907AAFE1 
2 86CBC804D0F2A280DP1205,129 
TH 113 DATA 29039DlZ0 6E6E0«8POFlAD0APf 29(1 
7AAA9e49D12066OA55ADOtOAD7BB22984DB«37 
«LV26AD?*03 J 90BD0032B1D,102 
LI 134 DATA 26AD70»229*lDOO32O2O26AD7B022 
90200B32B332 &SBA6B3EO30FO0BC0**838Ea0D 
0&0A6B3E0COr00frE«86ft3aE, 172 
CK 135 DATA BADB6BA5C7C910F002C0C768A5C7C 
9IFF002t*C760*58608 28AD79O ZZ904DVV32O6 
926AD79OZ29«BDB037B7025i 5tSB 
§m 136 DATA AD 7707 Z 901D&03208326 AD7902 29 i 0 
7600320*D2660A6B4EBiaFBB6C0*BD4SEAID66 
aA6B4EBCBF086E8&664B£01,397 
KB 137 DATA PB h BAhCKCDL006F082C6C660A5CBC 
D1 IBfrF00 2E6C0 60A980AA9D880FE SlOFAAA9D0 
1B6ESE6B4DOFBBD07P2BPB6.252 
SA 13B DATA PZBS0P50A94BAA9D000FEB10FA0&0 
5O6ODO6B6ODO7O6BPB5D£6PB4D2BB'BF60AD91B 
F & B B 5 A D Ef 5P * *0 IBB 2 0 9726,18 
LU 139 DATA 6OAPISflFPOO5AP5OOFDQOlb02«B22 
DbBABC 4F 0B9A4BDC02OF976 6BDBF650A706CAF 
E5087BD5007C71APB094910,26B 
UL 140 DAT A 4Db0o7E 0 0 0D0EC6BA9B16D1C074SC 
4D0QBAD04B£2D85BZD0034CBE24Ab0FB6F0034 
C0E24ABBOO5BAD07CADBC46,642 
AA 141 DATA OO77AP0CPOr*7229B2FB6EA6BDADO 
ADZ29031D4422BDBEB6ADBAD229B31D4EZ2nDB 
D86A9868D0CO6A964BDB8PZ,598 
UO 142 DATA A7666DB2D2A7B00DB1D20D03D2ASB 
78A380FZ085 Z57005252065252885 Z54C8F277 
O1B26701875201825201025,7B5 
HD 143 DATA A5B338E5B490BCA90-B38ED0E86 8DO 
E864CABZ?B7 0BlrtEDBD066D«DB6BDl£DBA5llllD 
068ADO5DO29O3DO r 3FAD8DD0.5?B 
GV 144 PATA 79P4r05AA5BCC9B5FDB6C9a6rBlpD 
0 2 120B 226AP0DP210 4 629021B69FF fl D0E86 A 91 
BODBBObBDlEDB4C1A2B7BBZ,977 
97 1*5 DATA 264Cra27A964ePe986aPlEP04ClA2 
8 2BEB2 6A92BB5BBBD1E PBA900BbB9ObflDBBB6A 
00Oft682»91B219DaaaEEaC8,421 
VJ 146 DATA CB1BDBF405BAPB794004502983506 
6APBEPB29B0F 06BA5BDC 901F8BAC 98ZF8Z1C90 
3FB2BD02C2a9726AD8AD21O,921 
FK 147 DATA 53270218&DPFDD0D06A91*800*868 
P1EPO4C772BA9D4BD00866P1ED84C 9 72820 9 72 
*4C 70 ?aADO406C 9 J,8 3 088 60,717 
GZ 14B DATA lED04C9?2B209725SDlCPBA9Cfla5B 

continued on page 4$ 
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FOR SALE 


XE SYSTEM: 130XE. 1050 with 
U.S.Doublar 410, Touch Table!, 
Replay, jay&licks paddlaa. 
keypads, 65 disks, lapas 4 ROMs. 
135 man?., Da Re Atari, Rev. Map- 
png The Atari, 4OO10OO manual. 
oihtK hooka. disk, boxes. Otters, 
over £275. Also Acorn Elactmn 
system, £50 c,n.o, let: 

DJ32-042547 alter 4pm 

XL SYSTEM: $00X1. 1050 disk 
drive, 4io cassette recorder, 2 
joysticks, Over £300 worth Of soft¬ 
ware. inching Touch Tablet with 
Alari Artist. Assembler Editor. Fl5 
Strike- Eagle. Silent Service etc 
All leads, manuals and books in- 
Aiding Programming Tlte 6502 
and Atan Sound & Graphics. Alari 
User and Page 5 magazines, all 
games software boxed, in excel- 
$nl ncnrlftipn All fqr £170 p.n.p. 
Phone: Mellon Mowbray 
|Q6G4>-££BB7 after 4 pm 

XL SYSTEM: 600XL. to 1060 
drives |1 wilh Happy board), over 
100 disks (ell boxed). Sasic lan- 

;;...i!.|i! msi manuals magazines 

2 joysticks, £2QQ O.Q.O- 1VWI nq| 
spill or deliver) Phone: Bradford 
(0274)-833323 after 6pm and ask 
for Lee 

XE SYSTEM: 65XE.XC12 
Dataoorder, joystick, manual and 
software including Tnvial Pursuit, 
Solo Fl^hl, elc. £50.00 Also 
iiDDK. and XC12 Datacordar, in 
good working order but no soft¬ 
ware hence £40.00 Touch Tab I el 
and camidge-bftsed graphics prog¬ 
ram. £.15 00. Microsoft Basic on 
disk with comprehansTvie manual. 
£5.00. Will post all Tel: Bolton 
(<B04)-796489 

XE SYSTEM: $5XE XCl2 cas¬ 
sette, C X4Q joystick. 71 games on 
cassette, all manuals and leads, 
sen boxed and; In excelled condi- 
ton, CiflO, Also Page 6 issues 
21-40 (misting numbers 24 a 36), 
SO IB issues in binders, £15.00 
No splits Write to: 151 High View 
North, Wallsend, Newcastle-upon- 
Tyne, Tyne J Wear. <N62& 9LG 

PRINTERS: Brolher 1709 9-pin, 
132 column NLG with spare head 
and rbbon. cosi £495, accept 
£300 fi.fi.fi. Also Brother 1724 
24-pin, 132 column LQ, takas tom 
cards, cost £595 new. accepL £500 
o.n.o. BOTH Epson compatible 
and work well with all B-bit soft¬ 
ware. Phone Dave on 
0532-717712 any lime 

DISK DRIVE: 109C ■ Buylh s for 
£130 00 and gat FREE my S0OXL. 

1 DIO data recorder, 2 joysticks and 
software on disk, cassette and car¬ 
tridge. plus all manuals. Tel: 
0065-321110 

XL SYSTEM: 00OXL. 1010 dale 
recorder, joystick, £TD0 worth of 
games. Sell for £l 00 Tel 
0904-70341-6 

XL SYSTEM: flOOXL and 1010 
lape recorder, with software, £50. 
1050 Disk Drive with leads of soft¬ 
ware, £100. 1023 dot matrix Prin¬ 
ter with AtanWnter word processor 
on cartridge, paper and spare rib¬ 
bons, £100. All with original menu 
a f„ leads boxes and in perfect 

ttmdmon T@i 0352-56031 after 

4pm 


XL SYSTEM: SOOXL, 1 050disk 
drive. 10f0 cassette, joystick, lift 
thsks. 20 cassettes-. 6 cartridges, 
programming bocks, Analog and 
Alari Usar magazines 4 others. 
£65.00 one Tel: 0705-915672 
4 Portsmouth) 

XE SYSTEM: 130XE, 1050 
drive wilh Hyper chip, lape deck 
with some tape software. Mini 
Office 11 Pnntehop and Compan 
'■on. icons, lots of games (Adven- 
lu-es, Simulators. Utilities). Mags 
nglgdmg Page 6, Monitor, Ala r i 
User. Machine Language Fur Be ¬ 
ginners. End Bock of Mach ne Lan¬ 
guage. Disks * 2 disk boxes, pius 
loads morel £4W, Phone- Algx 
BuSby iMOh-Frl) after Spm on 
094S0-53125 

ST SYSTEM: 5£0STand 
mouse. 2 years old little used and 
sin boxed, with manuals, music 
composing and sequencing soft¬ 
ware, plus games. £270 e-n.?. Tel: 
0842-060336 dr FAX. 

0842-060083 

XE SYSTEM: Boxes 13QXE 
computer, XC12 cassette Graphu 
GT primer interlace, disk software 
including Yisicalc Turbo Base, 

Mini Otfioe II plus Wank floppies. 
Also Missile Command cartndge. 
Will Spill and otters considered 
Can 0060 202-379 any time 

CUSTOMIZED ADO XL.: Filled 
wilh lrftjle* board. Ulhmon (a very 
powerful □n-board'monilQr/dobu^ 
gertflditnr). and Superchip (mem¬ 
ory dump facility) with canr-dge 
back-up facilities and cartridge 
emulator, software-based Freezer. 
1050 desk drive, 1010 cassette re¬ 
corder and loads m excensm soft¬ 
ware, books and magazines. Ev¬ 
erything is fully manuallad and 
easy Id use, £350 o.n □ Phone 
Wilham on: 041-779-1162 after 
6pm 

XE SYSTEM: 130XE boxed 
JtetOC programmable punter inter 
fact |USS with any parallel printer). 
Dfc Re Ajar- n U.S. Style three-ring 
binder and Mapping The Atari 
Also software lor sale and a hum 
ber pt mags - mostly Atan User bul 
meludes some Arfc, Analog and a 
lew other olhers. All hardwarft'Sbft- 
ware supplied with relevant eaos. 
power supply anp documentation. 
Reasonable o*ters accepted on 

anylhirtg, buyer p4yS poslagfr dr 
collects or il you buy the lol 1 will 
deHiver in- 50 mile radius ol Cardin 
No time wasters. Phone Andrew 
□n Pontypridd 104431 405564 after 
2 00pm 

XE SYSTEM: 130XE. 2*1050 
disk doves lore with IS plate), 

1010 cassette. Gremlin grabter. 
Syneale, ivftni Critic* 11 . loads ol 
software and accessories, all as 
new, £300 0 n 0 . Phgne Paul 
0208-414100 

JNTERFACE5: Atari XL Serial 
interlace plus oomms software 
£20.00 (works with standard 
modem). Parade- nterlece, £20 QO 
;runs standard pnntersl or BOTH 
Ipr £30.00-. Tel: 041-954-4019 

XL SYSTEM: ElOOX. plus spare 
1060 (hsk drive, 1010 tape deck, 
manuals, an boxed, plus over £6CO 
software on ROM. disk and tape- 
Two remote joysticks, £250 o.n.o. 
Tel' 0543-77200 lEvamnga-' 
waeAiendS-) 


PRINTER PLOTTER: 1020 
model hi excel enl cchditiort. Iftree 
seis of pens and anginal packing. 

eeaw. Ten 01 - 574-0249 isouth- 

all, London) 

XL SYSTEM: 0GOXL, 1050 
Drive. 1010 i'1.4l.i recorder, CX40 
IdySliCk. all boxed and in exceilem 
condilion. 1029 printer, software 
Deluding Muni Ollica If, Basic Tutor 
Pack, Draconus, Joe Blade, Red 
max 4 many Others, Alari User 
mags. £270. (Nc splits}. Tel. Wat- 
lord 035775 

XL SYSTEM: 0ODXL, 1010 re¬ 
corder. dust cover, padoies. over 
■E3O0 worth of software on tape. 3 
cartridges £150. Tel: 0737 243597 
(Rsigatei ahe r 0pm. Buyer Collects 

XL SYSTEM: BO0XL, 1060 disk 
drive, 1 010 tape deck. Philips 
green screen mqnilor, Touch Tab¬ 
let, prml»r interface plus many 
diskaftnagSriXiCikS. only £l 75- 
Phone: 01-304-0136 

XL SYSTEM: 300XL. XF551 
Orrve (double sided! wilh MydCS 
2.X jallows over 64000 sectors esn 
dub disk!), DOS 2.5, *Cl2 casset¬ 
te. loads of software on disk in¬ 
cluding Wishbringflr. Alternate 
Reality, DrawnuS, elc . TransdigJi 
IV utility, some mags and books. 
Cheelah 125- poysiick. all V g C, 
Oflers over £200. Tel. 

051-639-1141 1.4pm - 6pm) 

GRAPHICS UTILITIES: Atan 
much tablet system with pen Alan 
Artist cartridge. DOS disks and 
manuals. All boxed and h excel' 
tehl condition, only £25 00. Also 
Print Shop master program wilh 
graphic? disks 1 & 2, complete 
with mangels (unused). Boxed and 
in excellenl condition, only £13 00. 
Tel Bldtprd-on-avqn (0789) 

772185 after 5pm 

8-BIT BARGAINS: 050 Infer 
Face -i GP0Q Printer £l35 o.n.o., 
Assembler EddO* cartridge + Haw 
To Program 6502 v The Atan 
Assembler f 6502 Assembly Lan¬ 
guage, £15. Software (All dsk|. 
PainL The Next Slop, Tutorials, 
Home Filing Manager. Preppie, 
Chopliftar, Wizard a The Princess 
Archon, Utysses, Crossfire. Books 
Technical Reference Noles. Ypur 
Alari Computer. Mapping The 
Alari. Basic Exercises. 34 issues 
Antfci'Analog - Offers To: 
0925-020914 (Warnnglon) 

XE SYSTEM: 65X.E computer 
XCl2 recorder, joyslick, £40 worth 
qf gamss, all in exeellenl cnnditiQrt, 
£70.00 o.n p. Tel: Folkeslona 
(0303) -42378 

XL SYSTEM: 0MXL. idSddisk 
dnve, OKI 02A Printer. Cupid inter¬ 
face plus software with remote 
control joysticks. £220 o n p. PLIJB 
ppslage'packing. Conlad Peter 
on 0992-763733 after Spm 

XE SYSTEM: 130 XE. XF5S1 
Disk Drive. XCll Tape Recorder 
plus over £100 worth pi software 
with books, magaimes. joysticks 
and mo*e Excellent wndrfton, 
boxed as new £250 C.n.o. Tel: 
0252-074232 

PRINTER: 1027 Letter quality in 
'as new' cgndilion, complete with 
manual leads and ink rollers. 

£75.00. Tel 0795-942208 


PRINTER: 1029 dm matrix, 11 
months eld, boxed complete with 
leads, manual. Mini Office II, 
10-Prmi Swift Spreadsheet, spare 
ribbon nearly-luil box of A4 paper, 
£100 0 no Buyer Collects Tel 
Len fCbverifryJ O2O3-362580 

XL SYSTEM: 8O0KL, 10M 

drive, boxed wilh manuals, 1020 
colour printer. IrackbiU I, CuSlom 
made extension piug in full 
keyboard wrih numeric keypad. 

Kits of quality software, assembler 
cartridge utilities and games in¬ 
cluding Flight Slfhulaibf II- Map¬ 
ping The Atari book. El 75 Phone: 
0234-720892 fBedford) Evenings 

S-BIT BARGAINS: Technical 
Refarenca Nodes, £10; Printer «n 
terface, £15; Mapping The Atari 
(Old version), £5; Mini Office If, 

£10, Print Shop, £10; Guild CM 
Thieves, The Pawn. Mercena-ry, 
Soto Flight, Leaderboard, Toma¬ 
hawk. Autoduel. Cdlbssus Chees 
Kerens P ft - all original discs. £5 
each. Also issues 2 - 25 of Page 6 
(minus No 18) in binders on offer 
for besl price. Phone (Greahl&rd: 
01-422-9099 

XL SYSTEM: eoo*L, 1050 Disk 
Drive, joyslick, Brother HR5 Pnoter 
+ some games and other prog¬ 
rams on rksk. Also a Few mags 
Buyer will need a primer inieriaM. 
thetfefore only £150 the lot. Phone 
Ron on: 0440-63002 

PRINTER: 1027LOinexcalienf 
condilion, complete with leads mk 
rolleirs and Atari Writer tftsk, £70 
no offers Also Mapping The ALari' 

- one copy onty, in good condilion. 
£ 10.00 no oners. Coiieciiori er 
postage 10 ne negotiated. Tele¬ 
phone 0384-52202 

XL SYSTEM: BOOK!.. IDM Disk 
□five, 101 0 tape recorder and 050 
interlace. Home Filing Manager, 
Tria Pay-Oft, Seven Cllles Of Gold. 
Textpro word processor, Tuftw 
Basic and other disks Sasic Refer¬ 
ence Manual. Inside Atari Basic. 
Compute !'& Third Book Of Atari, 
Mapping The Atari, Compute I'E 
First Book Of Atan Graphics. 
Machine Language For Beginners, 
Assembly Language Programming 
For the Atan Computers and 60* 
Page 6 and Aian User magazines. 
£290. Phone: 061-764-9595 even¬ 
ings or weekends 

XL SYSTEM: fiOOXL, lOSOdisk 
dnn-e 4 Igzer chip , 1010 laps- deck 
with approx. 20 games on tape, 2 
joysticks, extension lead. 5 blank 
d-£ks 2 lockable diak boxes 1 - over 
00 .games disks featunng titles ga 
lore horn 1 979-09 (some rare), 9 
utility disks including Turbo I £ II. 
U.5. Alpha, Disk Wizard II. DOS 
2 5 8- 3-0 selling to upgrade IP ST. 
£250 0.9.0 Coniact Richard al: 

133 Coftingly Heights. Cbflingiy. 
Leeds LS-i 1 0JN 


ST SYSTEM: 520STFM wftti 
oolh 1 Meg internal and 1 Meg 
external disk drives, mouse, 
mouse mat, loekaWe disk box wvlh 
late oF sohware. including games, 
word processing, databases, etc 
All m immaculate condition, plus 
manuals, joyslick and masses of 
magazines, £350. Ring: 
D342-|EaSi1 Grinstead)-327072 


XL SYSTEM: 800XL. IdSOdlsk 
dnve and Panasonic KXP 1001 
printer el complete with dust CGv 
ers and manuals, two jeystKks, 
loads pi software on disk and car¬ 
tridge. plenty qf books and maga 
H lies, all worth over £7Q0 and in 
excellent condition. Will not split, 
buyer to collect, E350 q.n.o. 
Phone: 0296 -432494 after 5pm 


WANTED 


XF561 ORIYE: We need one oF 
these beasts- to help with readers 
anquwies bui they are npn-exi&tent 
al the moment. Anyone got qne 
they wanL to seli^ plea&e ring Les 
or Sandy al PAGE 6 The number 
is 0705 213923 

ANCIENT 0-BFT UTILITIES: 

COS MOD (Eclipse). DISKED 
4 Amulet), BASIC VIEW (APX). 
BASIC DEBUGGER |MMQ), 
BASIC/XA (AFX), DlSOUP (UGl 

and insomnia ;apx) sate or 
swap? Ring Kevin on Q224 
32M36 

DISK DRIVE: io» in^ood 

working condition. Any reasonable 
price paid. Hmg Pat qn: 01 -739 
-0279 

SOUND SOFTWARE: Can 

anyone help^ Has anyone ^ot an 
up and running disk copy uf Sound 
Synlhesiser from Atari User (April 
1985J f will supply a disk. Fhone: 
01 570-0630 after 5:3^im week¬ 
days (ask for Richard) 

DISK DRIVE: 1050 , must m 
£ 35 fir less end »n good wonting 
order If you have arty offers then 
write to: A Marsh, 43 CrauFurtf 
Green, Shorncliffe. Folkestone, 

Kent CT20 3LS. Tal: Q303-4Q60& 
alter 5:00pm 

LEADER BOARD: Has anybody 
got a copy Ol this game on casael- 
te thal they would be willmg to 
BBlf? Phone 0095-35115 (any 
tima) or wnie to: Mart Hinart. 1? 
Qfi r hy Read Uxbridge. Middle 
U6fS ITJB 

DISK DRIVE: Atari 1050 m the 
West Kenf'Easl Sussex area. Musi 
be in good condition, will! pay 
reasonable price Phone Ton- 
bridge Wells (0B92)-39993 be 
tween fipm and 9pm weekdays 

PRINTER MANUAL: For 

Panasonic KX-P10E1. Fteasbnabte 
price pa d Phone- 0246-236122 
after 8pm 

WRITER S TOOL CAR¬ 
TRIDGE; By OSS and must have 
manuals, reasonable COSt Write 
to: James Cutter. 44 Water Street, 
Great Harwood Lancs. BB6 7QR 

JET SET WILLY: For XE/XL 
machines Will pay £1.00. Contact 
ChrtS Oh: Felixstowe 579295 fany 
evening eycepl Monday) or write 
to: 1 ChaiSwOrth Crescent. Trimley 
Si Mary Ipswich. iPlO 0TE 

TURSO BASIC: On cassette if 
posable Wiil pay 900 d price. Wnie 
to Allan Waison 95 JSteidwood 
Place LinwoOd. Paisley. PA 3 3@W 

MORE CONTACT 
OVERLEAF 


FOR SALE... WANTED ... PEN PALS ... ADVICE... HELP ... 
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contact extra 


WANTED 


PENPALS 


UTILITIES: Paperclip Manual & 

software, Atari P.veader Graph-fl. 
Latter 5 Spell Wizard, Pilol. Logo. 
Super 3D plofler 2 and E-Graph 
must be cheap Write to: £nc Stef¬ 
fens 1 Rgwson Streel. Leicester 
LEI 9BG 

TYPO III: Can anyone et me 
have a copy Pi this program? 
Pleas# write Id Simon Folakis, 16 
Lascods Road. London N22 AJN 

XE USERS; Can anyone supply 
a replacement pr &S* 3 only of 
Alternate Reality ■ fh@ Dungeon 
3.S both my original and back-up 
refuse 10 load 1 I Will provide disk 
and poslaga as necessary Write 
10' Jeff Morgan, 3 Marlowe Gar¬ 
dena, Gaer Estate. Newport, 

Gwent NPS 3LD 

CASSETTE & PRINTER' 1 

PLOTTER: 1010 cassette deck 

wanted + Prinler/Plrjlter suitable 

for use with an &QQXL. also 0 flnXL 
User Inslrudions. Tat: 0333 -330 
-33£ and ask lor Kanneih 

RESCUE ON FRACTULAS; 

t warn a cassette nr ROM cartridge 
version of this game please. 
Reasonable price paid Wnie lo: 

2B Alder Hay Read. EcClaStOO. 

St.Helens WAtO 4DJ 


GENEALOGY HELP: Can 

anyone help me wdh a copy of 
Compute Vpgr Roois or any oiher 
software concern ,ng Genealogy'? I 
tried to find it in the States but it is 
not available. All expenses will be 
paid. Please write to J Harlan, 
Puntpoodslraaf 15. 4332 A,E, Mid 
dalburg, The Netherlands 

BOOK WANTED: "Your Alari 
Computer’' by Leo Pools (McGraw 
Hill]. MuSI b* m very race oandi- 
tion. Phono 021-742-M33 

TECHNICAL HELP; Does any. 
one have any lschnical information 
&n toe &*□ cash orivs? Please tele¬ 
phone P«ler Kamson on 0252 
- 57130 ® 

TAPE/DISK TRANSFER: Up 

grading From dataconder to disk 
drwe, need TranSdiSk I 1 !/ or any 
similar utility disk. Loads of lapes 
to convert 1 Phone: 05O&-413626 

THE TIPSTER CALLING!: I 

need Quasi For Eternity and C-loaK 
Of Death | preferably lransterred to 
disk] as I think someone hes eaten 
my copies 11 Reasonable price.'poal- 
agy pad Please write to: The 
Tipsier, c/O PAGE 6 PO Box 54. 
STAFFORD SUB 1DR 


0OOXL USERS; I would like to 
hear from cassette - based users 
with an interest in arcade games to 
swap inlu elc., from any age.'area. 
male or female. All lalterS 
answered Any XL users in Che 
Leamington Spa area wining to 
slart a user group? Write to: Chris 
Ea&lerlow. 16 Hanwprth Close. 
Leamington Spa. Warks, England 
CV32 7PP 

OVERSEAS PENPALS: Any 

one slill into the B--&H 1 ? My main 
interests are midi and printer siutf. 

I have lols ol weird and wonderful 
Shareware progs. Write to Dave 
al 356 Sissons Road Middleton, 
Leeds, LS1C 4JG, West Yurks. En¬ 
gland {Tel' Leeds - 717712) 

XL XE USERS: My name is 
Daniel and I'm 35yfS old- I own a 
13QXE, SdQXL, 1029 Printer, 5 
1G6g Drives, XCt2 tape recorder, 
1020 Plotter. Serial RS2320 Prin¬ 
ter. Aa9a Alan module interface 
god e French Cenaiel senafeon- 
Currernl modes pnnter interface and 
an Amstrgd CTM 6^4 colour moni- 
ItH with TV tuner. I would like- ip 
know Other XL users anywhere In 
the World Write to: Mr. Daniel 
terrodano, Le& Olivier Bl Mon¬ 
toe de Ia Catade, S330D Qraguig- 
nan. FRANCE 


S-BIT USERS!: Please write for 
details of a new monthly NEWS¬ 
LETTER Contributors very wel¬ 
come Allan Walson, 95 Braidwood 
Pi , LinwOOd. Paisley PA3 3SW 

S-BIT USERS!; Someone wdh 
an -B-bA + disk drive to chat Alan 
Wnleto: John 6. Ltever. 185 Rose 
hill Court, Salford. Manchester M6 
5JW 

B-BfT USERS: Wantiolorm n 
world wide user group? WnB to 
thd Following address For help and 
mordhly newsletter: 127Tru0way 
Drive Soulh. Shapshed, Lough 
borough, Leira.. LE 12 9DY 

XL'XE USERS: I would like to 
hear Irom any XL'XE owners 
around the world. I own a BQQXL 
and i 3QXE wdh XC12 date tecor- 
der and XF551 drive. I would kke 
10 swap hints A tips. All letters 
answered Write: Clinton Davies 
20 R dgemoor Road, Leominster 
NereFord&niro, Hfl& 8EL 


XE PENPALS: 1 have an XE 
wdh XC12 and would love to hoar 
from anyone, anywhere, so grab a 
pen and write to Jer Kiwawe 
Templenoe. GrSenawe, Tipperary 
Town. Republic.of Ireland 

XE PENPALS: 23 year-old 
French eiudant. 1 have a disk 
drive. 130XE, 1029 primer, 1020 
plotter and 500 programs. AH lit¬ 
ters wii be answered Please write 
to: EncSItfttens. i Rawson Street. 
Leicester LEl 9&G 

WORLDWIDE PENPALS: 

25-year-old mate wants penpal, 
maierfamale iwhare are all the 
female 0ODXL owners 13 ?.!, aspe 
dsMy Australia and Europe, to 
write about SOOXL’i, 1050'S and 
ytMjr Cfluntry I'm into Pink F*0yd. 
Rush and ocher quality music and. 
Of course, the best home computer 
ever' made! Write lo: Simon O’Han- 
rahart, 3? Francorn Road, West 
brook Margate Xenl, England 


CONTACT is FREE of charge and may b<? us&d by any 
genuine Alari enthustatl for contacling other owners. 
Any notice may he included except those offering solL 
ware only lor sale or exchange or those olfering items 
lor Sale commercially. The Editor reserves Ihe right to 
omil any notice received at his discresion. 

Send your CONTACT notice to CONTACT, PAGE 6 H P.O.¬ 
Box 54. Slallord. ST!6 1 DR .Please write your notice on 
a separate sheel of paper, not &s part ol a teller. 


FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HELP... 


HOT ROD RAIDER 


ae^et6PiE&9A2aa6EOAa6at«e8«DDJl4miiico 
etaf:aieneF5AD0506FBinofl. aaa 
AO 14? PAT A 29erftbe4b28DQ5DZ2eZBX42*3fi25C 
t iBae6bee32aDzze£epczeAPe6efiFei54Aepfl4P 
2A?0cs&osPlaeaeiszazBzs,156 
V» ISA frfllft ££060t ZOPC Z6*oe1A6F9lAeA2?BF4 
oeft&f PD0 z&32e<tl 2S2a4B 2 5CE01 BSpeea 2&S72 
S2eC0ZSAOft3S£Ffl 124AaoeAi, 7 *2 
ER 151 DATA P2A?ft€H&B7P228*B25Ct fl3eiirBCb2 
SAAB *BSf B4 B£ SOFTOOS 3011 4 C1P 2 ?fl2000050# 
FCee£E81BF34C3P2?AneeBS J lQ6 
IK 152 DATA 5BZl?PBBBfESCBCBBBPefiOSJEBDl 
SPeflDrt4rtAab86&'2SP0 7P2 2 0SB 2^C£84e6P8032 
72A7BCA2SA5B8FB85CeilB .145 
f D 151 OOffi 4CP52'tAlC 74 A4fl4 A4ftflSB#8SCee5B 
lft£B.BF##t2eM25 2 8F624 4C7ftZT68C74A4A4A4 
A3B£SC6FBlLBB8?2B10Z52B d 4S 
PH 154 DATA re244CB929Z0BS?5Z#Ffr24A5BBF#l 
64AeA83D2A7Z83BE5eB8D82D2BA13PeCSBDOB« 
32SEiZ4AAB7BfiFei4ASB6BP»5e 
ftl 1SS DATA BeDZOP#lfr2?eiS252a&C26ZS3B2(&J 
#PCZSftP#2*SF814AS868r62D2flPeJB22B5B252 
8C&262850252#CP2**000*6,042 
PG 154 SATA FB27AEB31B6D#DB4II AB3BDBBD0A5B 
4 ia6beEB685B4BP#iPBCEBceEoa#c8PeepzBPti 
2P2SP81 & 2BP034J! AbeaetF e J 7211 

VH 157 DATA ieAbBAD22S071&&yFCflP88b218fc?e 
T8S618&8o&eAsaftapei d 2CfaaafeOPesosF 61B0 
D 0OC22 9 6 7185SF CBPB3 &2IS,2BQ 
IJ 150 BATA 5404BSa4SO01D0AS#a0Pe3D2CEaSB 
4AOaA86F8i40PBIP2ASS31040*0*65503flD##P 
08&0£M}2 CE BABSeoBirietiF&14 j 56S 
PK 154 DATA 0ba3D2A5B4i6&B«E«4eSB4B#BlOBfl 
DB2D2CEB085ABC470072 &E 3 25A¥00554PA5BA® 
A#5EAEA2B3CZ62B3B2CCAFB,111 
GU 1GB PATA 50A505PB57A5BEF02AA5V43BEBB63 
SESB5fi84SA5D418GS4A3«C5B5SB3FdS6S10GSB 
S30E5BABeaS2BBB2G4CCfr2A F 543 
UK 151 DATA 2#74244CCA2AA5BADeZ5A5B430£SB 
j 40CF4CB32AA5BFB817A5B4ieEBB33BE5B3BB8 
DASB41B6*#333E5eTfee34C,108 
TR 152 BATA FS2AA5BBD83GA5BF6032AOB5B2DB2 


&A554555&5D03PBAhBpr822B66J22¥68885605 
0 2 2BDC3B2BPFJ22A0AGB706,1J1 
an 1B3 BATA BS0GBFBS2021FO07¥e»eeFE*CaO0F 
4 A 5C405 B AB5B B P 0 ZS A 033BE 3 74S60 6 2B1B2 0 4 
C3A?074 IPJAASBEBAIIAS2C,225 
JH 154 DATA 3BE5B7B42EA55434EEB708J44C662 

BA5BEe5BABP8482DeS7AD75022501F00EA&75# 

22902F014A98585BC4C84ZB,»7* 

FM IBS DATA A5C3F#PSC5CSA*e5B50C4CB4ZBA5C 
h FBE0C6C5ASB705BCA5B3 05 BE 5504460100860 
C66532206880GOD502Z5DC2,411 
01 166 DATA 0ZBD53ZZaGA24#4S00BV2#21F0473 
Dea8FE0C868F4A5BA#P0A#00D0CB5BD80B5D8L 
0A5C71B5S12BDBBD2A5C74A J 05 
HI 167 DATA AAAA4AB5CBA9245DBLD2A5B00D4A8 
0a6BCB6BDB5B5D8Z0A5BAF4V0A4# l A4D03D2BDB 
2O24CFE2BA5C00ABA4'AeA|.4^ 150 
LI 160 DATA B5320D02D2A?248D43P2A5#AFA1S4 
.A4A4A4A8P41PZ ASC430K0BA0&O0D25D12DB A98 
04 5C00610850 D110GC G BADS,4 06 
HH 15? DATA e8AS#lSDBFO44COe?4ADlCB2D0FB4 
C1027088888008004A5C4CS4ZF00AAD#AD12?0 
3PB03A?0ie4A400400*0000,738 
Ap 17& DATA 0B80#00###8«#OO#000BB0BBB80B0 

40000004888000000000000000080408400048 

008 00000000 & SB 0 &00B 4 0 0 5,7 X5 
AH 171 DATA 00BB0BB000B00PPBBaBB88B880848 
00404444844080000000000000000B0BB04404 
#0444408888888008800086,738 
AU 172 DATA B0B00000BBBB00B0B400008808004 
85 Q 88 8 0 Q 8 88 0 08 #004404 #4 4 8 B 848 888 08 8880 
e448B4B0844044U4Baa88e8,738 


J1 24 RE If LOAD AMD RLFH ROUTI*E 
FOR HOT BOP RA1DFR 
OY 24 OPEN HI ,li »j. **D : HOTROD . OBJ" 

OL 25 POKE BSBj 7 I POKE 052>8iPOKE 853,32lP 
■OKE 556,255 SPORE #07,255 
TB 28 K=U*0 (ADHi , *hhhELU0 , >3i ,161 
BP X# CLOSE HIlK=U5R<5?32J 
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SUPPORTING YOUR ATARI 


UPGRADED TO ST? 

Don’t throw your old files away use 

TARITALK 

The most effective way of transferring files from your Atari 
6 bit system to your ST without the need for □ costly 
interface. TARITALK comes complete with interface cable 
and software to transfer text files, database information, 
pictures, music files and more lo your ST 

TARITALK is just £19.95 
and is available exclusively from PAGE 6 
- use the order form or telephone us for credit card orders 


i&t your young ones enjoy learning with your XL/XE 

SPELL 
ME 


A delightful program to teach tour to five year olds the alphabet 
plus ward construction and word and picture association. Guide 
them with those first steps whilst also teaching how to enjoy the 
Atari as a creative toot. SPELL ME has been written by a qualified 
teacher and has been enjoyed by hundreds of Atari owning 
youngsters. Why not iet your children enjoy it to? 

SPELL ME is available on cassette at £4,95 or disk erf £6.95 exclusively 
from PAGE i. Use the order form or telephone for credit cord orders 


AVAILABLE ON CASSETTE 

for just £2.95! 


BAT 

A superb variation on one of the ait time 
classics with a construction set to build 
your own games , 





Many great features including 

WO screens per set Special Bricks 

Laser Cannon Fire Slow or Fast Balls 

1 or 2 players 

BRIK-BATis a real challenge for players of all abilities! 


INCLUDES BRIK-BAT CONSTRUCTOR 

Create your own screens or modify the existing screens with the 
Bnk-Bet Construction set Lots of features in the easy to use edit mode 
Hundreds of screens may be created and savedt 

Foil and packing Ini in UK. Sami tiiequB nr P.Q. or quale lutcuss,^ isa number I si 

PAGE 6, P.Q. BOX 54, STAFFORD, ST16 1DR 
Telephone orders by Atom or Visa accepted. Tel. 0785 213928 


READERS OFFERS 

See this page and inside covers for details 


FOR YOUR XL/XE 


1 1 THE BIG DEMO 

£3.95 

I 1 BRIK-BAT CASSETTE 

£2.95 


Z] ISSUE 42 DISK (with BRIK-BAT) 

] ISSUE 41 DISK (with DOUBLE BONUS) 

" ISSUE 40 DISK (with GRIDWARS) 
ISSUE 39 DISK (with PRO GOLF) 

£2.95 

£2.95 

£2.95 

£2.95 

1 1 TURBO BASIC (Disk) 

£3.95 

SPELL ME 
. Cassette 

1 1 Disk 

£4.95 

£5.95 

□ MINI OFFICE II 

£14.95 


□ FLIGHT SIMULATOR II £34.95 

(with FREE BOOK) 



SCENERY DISK 1 £12.95 


SCENERY DISK 2 


SCENERY DISK 3 £12.95 


SCENERY DISK 4 


SCENERY DISK 5 £12.95 


SCENERY DISKS 


SCENERY DISK 7 £14.95 

— 

SCENERY DISK 11 


SAN FRANCISCO £14.95 

JAPAN 


WESTERN EUROPE £14.95 




£12.95 

£12,95 

£12.95 

£14.95 

£14.95 


Pleg&e note lhat many Scenery disks are in very short supply 


FOR YOUR ST 

□ STOS TYPING TUTOR 
(does noi need STOS lo run) 

£2.95 

1 1 STOS BASIC 

STOS MAESTRO PLUS 

1 1 STOS SPRITES 600 

£21.95 
£49.95 
£10.95 

SPECIAL OFFERS 

THE JADE STONE 

1 t DOMES OF SHA 

£4.99 

£7.50 

1 1 TARI-TALK 

£19.95 

1 CLIP ART COLLECTION 1 
□ CLIP ART COLLECTION 2 

£10.00 

£10.00 


Postage included in U.K. Europe add £1 per order. 
Elsewhere in the World add £2 per order. 


Name 

Address 


J Cheque-Postal Order enclosed for £ 

| ] I wish to pay by Access'Mastercard.'Eurocard.-'Visa 

cam No.n nnn nnnn nnnn □ nnn 


Please debit my credit card above with £ 
Signature ........ . 



Send your order to 
PAGE 6 PUBLISHING 
P.O, BOX, 54, STAFFORD, ST16 1DR 

Piciusc allow up lo 70 day* Per delivery 

Pkeaw feel free la ptiotrapy Ihii form or wnie your ortfer tl you do r** wajni to cun if» majaiifl# 
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SUBROUTINES 


T his time I have a set of subroutines combined in a 

program which will be useful to those of you who hove a 
printer. I can only apologise to those who do not own a 
printer, and say that in my experience a printer is even more 
important than a disk drive in increasing the usefulness and 
productivity of your computer. For instance, this program can 
save you money - you may never need to buy a diary again 1 
Unfortunately, by the time the magazine is out on the news 
stands it will be February so the ideas 1 am having now, in 
November, are not early enough to save yoa all buying 1990 
diaries, but you will not have to buy one for 1991! 

For some time now I have used one of those personal organisers, 
but I have been a bit disillusioned by its rather impractical 
physical size. It is too small and fat * which means that It alwuys 
take up just a little more space than I have spare In my 
briefcase. For some time now 1 have thought of going to a larger 
A4 format in a slim ring binder, and just recently such a device 
has become available but at far too high a price. At the same 
time one of my colleagues has acquired a PC based time mana¬ 
ger program which can print out a personal diary in an A4 size 
These two events together set me to thinking that I should be 
able to get my Atari to generate diary pages that could be used 
in on ordinary ring binder, and here it is. 


THE MAIN LOOP 
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HU 2 REM * TUTORIAL SUBROUTINE H 

QJ 3 REM * ©IARY PAGE MAKER » 

LS A REM * by * 

HI. 5 REM » I4A FinUSISOn * 

E© 6 REM *--—-— — — * 

HI 7 REM * HEM ATARI U5ER - February 30W 

E P 0 REM K N KWKHW HNH W HMI f M WMM NW H K M WW WNMU I fK 

«D 9 ©EM 

PU AS £ H I T“ 10 00 : F I HD© A Y Y - 2 0 fj 0 iEINDDAYM~ 30 
00: ¥f AR.PRIH?-J0fl ; page PR IH r 1-40O B : PAGEP 
PIH 12 = 5 00 0f KEYPRESS-BOO:STYL£=400 
AP 20 GOSUB IWIFlREH INITIALISE 

RL 25 LENGTH«-'*303£ J2S32S2 3" 

HE 30 7 "KW44HHAT YEAR DO YOU HAH T DIARY 
PAGE'S FOR?'*! 

OP 40 TRAP 30 

©Y 50 INPUT YEAR STRAP 40000 

RZ 00 GO SUB FIHD&AYY:REM *** FIND FIRST D 
AY OF YEAR 

DH 70 7 '‘SPRINT ALL MOHTHS7CY/H1 »»! GOSUB 
KEYPRESS 

NF 00 IF KEY = B) DR KE Y“ 1 21 THEN GOSUB YEA 
RPRINTiGOlO AGO 
KK 90 TRAP 10O 

ZU 100 ? "AHHICM MONTH TO PRINT? Cl-121 “ 
;;INPUT MONTH I TRAP 40000 
UG 110 IF MONT H<1 OR M0HTH>1Z THEM ?0 
5H 12* GOStlft STYLE 

YP HO GOSUB F 1 H ©DA YM J REM *** FIR5T ©AY 0 
F MONTH 

PL 140 IF FORMAT-1 THEN GOSUB PAGEPRIHT1 

RH 15* IF FORMAT^? THEN GOSUB PA G E P R.I.M T 2 

PL 100 ? ' k fl4+4tANY MORE PAGES TO PRINT? fl 

j:GOSUB KEYPRESS 

HP 170 IF HtEY = B5 OR KEY=1Z1 THEN 30 
G© 100 I PRINT CHR$(271 j CHftS£b4J t END 
PR 2S? REM W lf W WKHH W MK W W M WWHMKM 
**» PRIH T YEAR 


SU 300 GOSUB STYLE 
OH 110 FOR MQNTH = JL TO 12 

IB 320 GOSUB FIND0AVM;REM *** FIM© FIRST 
©AY OF MONTH 

PL 330 IF FORMAT —1 THEN GOStJB PAGEPRlHTl 
RH 340 IF FOHHAT=2 THEN GOSUB PAGEPRIHT2 
BH 350 KENT MONTH 
ZL 3B0 RETURN 

JCY 3SS REM k w w w w wh www w n w w whw m 

STYLE 


rules were introduced. 

line 60 calls the subroutine which finds out which day of the 
week the first day of the year is. 

Lines 70,80 - These ask whether a printout for the whole year or 
only one month is required. The subroutine "Keypress" returns 69 
for "Y" and 121 for "y" and this will cause the program to call 
subroutine "Yearprint", I was going to call this subroutine "Prin- 
tyear" but the Basic interpreter in the Atari computer is too clever 
and treats "PAINT YEAR" as "PRINT YEAR", a print statement 
rather than a subroutine!! If a y is not pressed the program 
continues through the main loop. 

Lines 90 110 - these call for the input of the month number. 
Again errors are trapped and numbers out of the range 1 to 12 
are rejected. 


Lilies 15,20 - These do the initialisation. First, line 15 allocates 
variable names to the first lines of all the subroutines so they cun 
be called by name rather than by number, then line 12 calls the 
initialisation subroutine. 

Liite 25 sets up the string LENGTHS with the number of days 
above 28 in each month. 

Lines 30 to 50 call for an input of the year you want to deal 
with, The TRAP will stop the program crashing if a silly input 
(such as letters instead of numbers) is made, and the TRAP 40000 
removes the trap when it is no longer required. I have not limited 
the range of numbers which are acceptable here, but you must 
remember that the rules for generating the calendar have 
changed in past history. The algorithm I have used to generate 
the date and find leap years is currently valid but should not be 
used for dutes before 1752 in UK (1562 in Europe) when these 
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A DIARY 

using several 
subroutines together 
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*** KEYPRESS *** 
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SH 1000 DIM LENGTHSC1ZS,MONTH?tlOBJ,LINES 
(601 ,KEYS (1) 

BM leze MONTH?”“ JANUARY FEBRUARY MAR 
CK APRIL MAV JUNE JULY 

AUGUST SEPTEMBER OCTOBER NOVEMBER' 1 
fit 10 JO MONTHS C10O , LOSS DECEMBER 1 " 

€0 1040 LINES = ‘" : LINES COO) - i LINES IZJ = 

LINES 

55 1050 LPR1NT CHRSC27S jCHfi?f10SS ;CHR? 110 
1 

Oft 1990 RETURN 

MG 1995 REM IMHMMHHHMHHHHttHMHMM§H4HMM§N 
*** FIRST DAY OF YEAR *** 

MMMM M H M HKM MMM M HMHM H M MM M MM 
HI 2000 LEAP-CYLAR-4HINT (YEAR/41 3 - (YEAR-1 
aONINTCYEAR/lOOl} + CY EAft-* 00*1*# T (YEAR/4 
001 1 

C5 ZOie IF LEAP THEN LENGTH? (2 j 21 = k<l l“ 

KL 2 8 20 Y-VEAR“1 S DAY-YEAR*INT CY/4S -JNTLY/ 
1001 +INTCY/4BBI 

OJ 2030 daY-Aay-?* inrn if puv-g the 

N D AY-7 

RETURN 

REM B M K N M KM M M H K M MWM KMWKWKMM K M I t 
W-M* FIRST DAY OF MONTH *** 
N mf W H HM W H HKMH H H H MHH MK -MWK M M 
D A YH = DAY: IF MON T H-1 THEN RETURN 
FOR M=Z TO MONTH 

DAYM-DAYM+ VAL (LENGTHSCH-1„ M~1J J 
IF DAYH>7 THEN DAYMl=DAYM-7 
NEXT M 
RETURN 

REM WBiHHHt B B#BMMB M HM . M MM M M MM K W H KM h 
*“» PRINT 1 MONTH “ 1 PAGE »* 


LPHINT MONTHS CMOHTH«9 8 J MONTHW0> j 


AM 2040 

OH 2050 


NR 3000 

QH 3020 
L V 3030 
EV 3040 
GY 3050 
AT 3000 
HF 3555 


Mfl 4000 


.. pi ; YEAR 

TC 4010 LPHINT LINES 

HP 4020 FOR DATE=1 TO 20 + VAt CLENGTHSIMONt 
H,H0NTH13 


AO 

4030 IF DAYM-1 THEN 

“jDATE!LPRINT LINES 

LPRINT 

“MONDAY 

Uh 

4040 IF DAYM=2 THEN 

"JDATE:LPRINT LINES 

LPRINT 

"TUESDAY 

RU 

4058 IF DOYM-3 THEN 

" J DATE i LPRINT LINE? 

LPRINT 

"WEDNESDAY 

OA 

4050 IF DAYM-4 THEN 

’■ * DATE I LPRINT L Z HE $ 

LPRINT 

""THURSDAY 
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4076 IF DAYM—5 THEN 

“J DATE:LPRINT LINES 

LPRINT 

"FRIDAY 

J J 

*000 IF PAYM“6 THEN 

DATE:LPRINT LINE? 

LPRINT 

“SATURDAY 

HO 

4090 IF D A YM= 7 THEN 

"JDATE!LPRINT LINE? 

LPRINT 

“SUNDAY 

AA 

4100 DAYM-DAYM+! i IF 

DAYM=8 

THEN DAY M"1 


PK 4200 NEXT DATE!IPRINT CHRSC121!RETURN 
Mfl 4 555 REM MUM BB B M H KB MHM KM HMM BM-B H MBBiM B l I 
N-* PRINT 1 MONTH - 2 PAGES N* 

I f H H W HU M W W T I UMl IW mt W mCM I CMM H M KtlW 

NN bGGU LPRINT MONTHSIMONTH*5-0,MONTH*53; 
" "'jVEflR 

TD 5010 LPRINT LINES 

DA 502O FOR 0 ATE ~I TO 16;G0SUB S13f?;NEHT 
DATE i LPRINT CHRSC12> 

JU 5030 LPHINT MONTHS(HONTH*5-B,M0NTHW51J 
■" “ j YEAR j *" (cants 11 
TM 5040 LPRINT LINES 

B B 5O50 FOR DATE-17 TO 28 + U AL(LENGTHS CHON 
THjMONTHlJ;COSUB S13 «eNEXT DATE 
CH S06O LPRINT 1 ►NOTES'*; LPRINT tHR?<12>:Rfc 
TURN 

KN 5130 IF DAVH=1 THEN LPRINT “MONDAY 
11 1DAFE SLPRINT : LPRINT 5 LPRINT LINES 
EU 5140 IF OOYM=2 THEN LPRINT "TUESDAY 
11 j PATE : LPRINT I LPRINT : LPRINT LINES 
Cl S150 IF 0AYM=3 THEN LPRINT “WEDNESDAY 
" j PATE ! LPRINT ; LPRINT i LPRINT LINES 
AN 5160 IF DAYM=4 THEN LPRINT "THURSDAY 
”iDATE:LPRINT iLPRINT ILPRINT LINES 
CU 5170 IF DAYM-5 THEN LPRINT “FRIDAY 
“iDATE:LPRINT JLPRINT iLPRINT LINES 
JM 5180 IF DAYM=& THEN LPRINT “SATURDAY 
DATE;LPRINT LINES 

RR 5150 IF DftYH=7 THEN LPRINT "SUNDAY 
M !DATE;LPRINT LINES 

AD 5200 DAYM=OAYM+l!IF OAYM=8 THEN D flVM-1 
AK 5210 RETURN 

* 


Line 120 colls subroutine "Sty le" to Fmd if you wool 1 or 2 pages 
to q month: This subroutine con easily be changed if you want to 
introduce more aitemutive formats for your diary pages, 
line 130 calls Tinddaym" which finds the day of the week for 
the first day of the month. 

lines 140 and 150 coil one or other of the two page print 
subroutines. 

Lines 160 to 180 cause a loop back to line 30 if there is a 
requirement to print other months or years. If not a printer reset 
is sent (CHRJ(27) CHR$(64) for the Panasonic) to leave the 
printer in its standard configuration, then the program ThJDs. 


PRINTYEAR SUBROUTINE 

This subroutine is the same as part of the main loop except that 
instead of asking for a specific month to print it uses a FOR NEXT 
loop to cycle through all the months thus printing pages for a 
hill year, 

STYLE SUBROUTINE 

All this does is find out whether the diary should be printed with 
one day per month or two. 

continued overleaf 
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KEYPRESS SUBROUTINE 


■ 


[ have used this in previous articles, all it does is return Lhe 
value of the key pressed in the variable KEY. 

INITIALISE SUBROUTINE 

Line 1000 initialises string variables. 

Lines 1020,1030 HI] variable MONTHS with the names of the 
months. The uneven spacing is used to make all months the 
same length (9 characters) by padding with leading blanks. 

Line 1040 fills LINES with 60 underline characters. 

Line 1050 - This sends a string of characters to the printer to set 
the left margin in 10 characters. The numbers l have used are 
OK for a Panasonic KX-P1Q3I and, 1 believe, most Epson com¬ 
patibles, Check your printer manual for an equivalent, or in the 
last resort leave this line out. I have moved the margin to more 
or less centre the printing on the page so that holes for the 
binder can be punched in either margin. 


FINDDAYY SUBROUTINE 

Lines 2000, 2010 check for u leap year. The rule is that a leap 
year occurs in every year that can be exactly divided by 4 but not 
if it is exactly divisible by 100 unless it is exactly divisible by 400. 
Do you get that? Years 100, 200 and 300 are not leap years but 
400 is and multiples of these values are the same. If it is a ieap 
year LEAP-1 and 1 is inserted into the string LENGTHJ to reflect 
the extra day in February. 

Lines 2020, 2030 work out what day of the week the first day of 
the year Is. The days are numbered from I (Monday) to 7 
(Sunday). One day is added every year and on extra day In leap 
years. The final number is reduced to a value between l and 7 
by taking away the number of whole sevens in the total. 

I NT (DAY-1) is used rather than INT(DAY) so as to end up in the 
range 1-7 rather than 0*6 The variable DAY now holds the value 
of the first day of the year, 

FINDDAYM SUBROUTINE 

Line 3000 sets DAYM equal to DAY, the first day of the year. If 
the selected month is 1 (January) there is no need to go further 
as the first day of January is the first day of the year, so we 
RETURN. 

Livies 3020 to 3050 comprise a FOR NEXT loop from month 2 
(February) to MONTH, the selected month. Each pass through 
the loop adds the number of days above 23 in the previous 
month to DAYM. These values are recovered from LENGTHS . If 
DAYM goes beyond 7 it is reduced by 7 so that it always stays in 
the range 1-7, 


SUBROUTINE PAGEPRINT1 

This subroutine prints out one month of diary on one page. The 
normal fanfold computer paper is just long enough if it is set up 
with the print head very dose to The perforations. If you are 
using single sheet A4 it fits more easily. 

All the routine does is to print month and year on the top line, 
then a dividing line followed by the days/dates in sequence with 
dividing lines between. 

Finally CHRJ(12) is sent to the printer, This is a form feed on a 
Panasonic (or Epson compatible) - for other printers took up the 
code in your manual. This leaves the printer ready for the next 
month. 


TURBO 
BASIC 

the language for the XL/XE 
that is rapidly becoming the 
standard replacement far 
Atari Basic. 

• Turbo Hasic has many new 
commands and is easy to learn 

• Turbo Hasic runs faster than Atari Basic and will run all 
your existing programs 

• Turbo Hasic includes a compiler that will run your prog¬ 

rams at machine language speeds 

Turk) Basic from Page fi comes comp talc with 

a printed manual for just £3.95 

Order your Turbo Basic today and join thousands 
of Atari users who are getting more from their machine 

Write with cheque or P.O. to 

PAGE 6, P.O. Box 54 t Stafford. STlti 1TB 

nr use the order form on pa^e 49 



SUBROUTINE PAGEPRINT2 

This is very similar to PAGEPRINT1, but uses two pages for a 
month. This fils easily on the page and gives much mure space 
for entries on weekdays, but l have kept the weekends to single 
lines, You will see that there are two FOR NEXT loops, the first for 
1st to 16th of the month and the second for 17th to the end. 
There is a form feed between the two pages and at the end of the 
second. 


DEVELOPMENT 

With the subroutines to find the first day of the year and first 
day of the month in place it is comparatively easy to configure 
the printout to your own specific needs. You can print standard 
personal organiser pages or calendars. Once you have achieved 
the format that you want print all your pages and then photo¬ 
copy them onto quality paper if the standard flimsy computer 
paper is not goad enough, or print direct onto single sheets of 
quality paper. If you are’ careful with alignment you can print 
onto both sides of the paper to keep the thickness down. 

If you get into difficulties or if there is something you would like 
to see in future articles write enduing a SAE and I will try to 
help - send a cassette or disk if the problem is complex, l will 
return it. 

My address is: lun rinlay&on, 

60 Hounds tone Crescent, East Preston, 

West Sussex, RN16 1DQ. 
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Just as this issue was being prepared the 520STE reached 
these shore 5, unannounced, as part of the Power Paek or 
Explorer Pack which was supposed to include the 52QS7FM. 
The latter machine, it seems, is now gone add the S7E wifi 
te*e over. Clued nows? Well, maybe, but you'll have to wart 
quite some time for software to appear which uses the extra 
features of the STE /basically more available colours, a hrf of 
hardware screwing and stereo sound) but in the meantime 
yotf can have great fun in finding out what software doesn't 
run orr the new machine' Yes, Atari have done if again, tolksl 
The SEE has 70S l.OB installed which contains an amended 
version of the desktop which improves many of the previous 
functions fiJre dish copying and has a new selector box which 
is stiff not a patch on the Little Green Selector available as 
Shareware hut if doesn't run some of the existing software? 

So what doesn't run? For a start the present version of 5T0S 
wid ail STDS based products., although an upgrade has 
already been issued, ff you buy S70S make Sure you get the 
fates! version or the update disk with your purchase. Other 
games which won’t run in their present versions include 
Starglider, Overlander, Predator , Altered Beast and probably 
many more. All these games are being changed but watch 
out if you buy mail order as you may not get up to date 
copies, 

Arlrcnic seem to have settled down with new releases 
coming, regularly. One to lookout for is SOLDIER 2000 in 
which you play a female soldier of the future* Guffaw have 
S.E.fJCK- available which sounds pretty horrible but is in 
Jacf a Shoot Em Up Construction Kit which, supposedly, 
allows you to Create your own games masterpieces using the 
tools that the professionals use. DAMOCLES must be out by 
now surety? Lofs of prerelease stuff was floating around 
before Christmas for one of the most hyped game of the 
Eighties, (Mil it become one of the first hits of the Nineties? 
FUTURE WARS just missed a review this issue and is claimed 
to be a new type of computer game that has taken three 
years to develop, ft's an adventure which the authors claim is 
"as intelligent as Sierra On-Line but 20 times better pro¬ 
duced"! DomarJr are still busy snapping up coin-op licences 
and S.T.ILN. RUNNER is the latest to loo* out for but they 
State that ft will not be released until fate 1990? Meanwhile, 
just as we went to press, Tyne Soft's BEVERLY HILLS COP h it 
the streets and looks likely to be the smash of year so far r at 
Jsast it should sell a lot of copies /ust on the packaging which 
prominently features Eddie Murphy. 

It's going to be an interesting year as far as prices are 
concerned with several new labels putting our $7 software at 
£4.99, Smash 16, part of the Interceptor Group released 
half a dozen titles last year, some reviewed this issue, which 
include HOLLYWOOD POKER, EXTENSOR, EAGLES NEST, 

WAR MACHINE and JOE BLADE. Code Masters and Master- 
trortre also have a number of £4.99 tides and there should 
be many more available shortly assuming, that is, that the 
main distributors and retailers are willing to self them! Many 
of tbs tides are re-releases and not particularity sophisti¬ 
cated but there are one or two new releases and some real 
gems at the price. If the good ones take off then we could 
find a real sort out in the ST world this year as previous 
'bargains' at £9.99 and £14.99 suddenly become rather 
expensive in comparison. Looks like 1990 could he the year 
to which the proliferation of discount merchants begins to 
abate and we get back to some sense. There are going to be 
some who go to the wall, after all bow much can you make in 
discounting £4,99 games? Let's hope that its not your 
money in the post when the announcements begin! 




ELVIRA - MISTRESS OF THE 

DARK 


The falconer 
with his falcon 



One of the 
soldiers 
after your 
head 



All screens shots taken from Horror Soft's latest 
release boasting not only excellent graphics but 
#Im digitised sound and a full Midi sound truck 
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W A glut's the connection between the some of the earlier 
A#mf Hawaiian islands, a seventeenth scenery disks. 

century sailing ship, a thirteen 
thousand foot high grand piano, and the 
secret jewel of the goddess Pele? You'll 
never guess in a million years, so I II tell 
you. They're all features of Hawaiian 
Odyssey, the latest Flight Simulator II (F32) 
scenery disk. 

Sublogic appear to have taken a com¬ 
pletely fresh approach with this exciting 
new FS2 accessory disk, Ta start with, the 
packaging is totally different from its pre¬ 
decessors, looking more like a game pack¬ 
age than a piece of serious simulation 
software, The contents are much the same 
as before though, containing the usual 
single sided disk, map, instruct ions, and 
detailed airfield diagrams. 

The subject of the disk is Hawaii, those 
magical isles situated halfway between the 
west coast of America and Japan. At first 
sight it seems very much like any other 
FS2 scenery disk. It covers the eight major 
islands in the Hawaiian group, and in¬ 
cludes 26 airfields. Five of these are equip¬ 
ped with ILS (Instrument Landing System) 
for poor weather approaches, and also 
VA5I (Visual Approach Slope Indicator), 
the system of coloured runway approach 
lights designed to help you land in dear 
weather conditions. There are radio navi¬ 
gation uids aplenty, so you'll have no 
problems finding your way around. Total 
area covered is about 100 miles by .150 
miles, which is fairly small compared with 


explore a 

VOLCANO 


The Hawaiian is 

lands are rnouri- 

tainous, and this is 

reflected in the ^ 

scenery on this f 

disk. Six of the is- y 

lands have at least ^ mm t 

one mountain, uKSSSb | 

with more on K A t 

some islands. Two . 

of the them have 

huge volcanic craters, which you can 
actually fly down inside if you're brave - 
and this is where the fun begins. 

Descend into the main crater of Kilauea 
and youTl be thrown into an instantane¬ 
ous space/time warp! Suddenly you're 
skimming the waves at the other end of 
the island Chain, and if you look around 
you'll see a late seventeenth century sail¬ 
ing boat under full sailf 
Make a slow descent into the main crater 
.of Mourta LtHi and you'll find yourself in a 
wasteland, seemingly featureless except for 
the Seven Portals, each one leading to a 
different alternate reality. Enter any portal 
and you're instantly transported to the 
strangest of strange lands, Here you'll find 
an airfield inside a massive truncated 
pyramid shaped fortress, which defies all 
attempts to land on it. You may also 
** find an aircraft carrier floating 3500 
feet above the ground, and airfield 
runways suspended at various heights 
in mid air. Again, they're impossible 
to land on, which is a great pity. 


'transported to 
the strangest of 
strange lands' 


The other portals lead to equally bizarre 
sights. I won't spoil any more of your fun 
by telling you about everything that's 
here, so buy the package and find out for 
yourself, 

If you tire of the portals, try the quest for 
the secret jewel of the goddess Pele. This 
has you meandering from one end of the 
Hawaiian group to the other, following 
large flashing arrows laid our on the 
ground, Follow them to the end of the trail 
and you'll find something that Pink Floyd 
fans will instantly recognise! 

All the graphics on this disk are of the 
usual excellent Sublogic standard, with ev¬ 
erything depicted in full 3-D colour-filled 
form. Runways have received extra special 
treatment, with many having threshold 
markings, distance markers, and touch¬ 
down zones with dimensions and place¬ 
ment to FAA specifications. You can't get 
more realistic than that, can you? 

Although I thoroughly enjoyed this disk I 
did find it less reliable than previous Sub¬ 
lug ic products - it bombed out too often for 
my liking. Conventional scenery is a little 
sparse too, the only real buildings being a 
few tower blocks in Honolulu, and the USS 
Arizona National Memorial at Peart Har¬ 
bour. Overall, though, Hawaiian Odyssey 
is a welcome addiition to the FS2 scenery 
disk library and is different enough to add 
yet another new dimension to the basic 
FS2 package, FS2 funs will love it. « 


MONSTtK KEYBOARD 


“ Other weird sights include a gigantic 
di grand piano, the keyboard of which is 
Ijp about the size of a normal airfield 
runway. Yet again the object seems to 
[yd have the density uf air and you just 
sink straight through it If you attempt 
a landing, Nearby there's a huge wall 
with a doorway in it. Fly through this and 
you'll find yourself in the biggest kitchen 
you've ever seen, It's complete with fitted 
units, fridge, and other kitchen furniture, 
and if you search carefully you'll even find 
a fly (about the size of your aircraft!) sit¬ 
ting on one of the worktops. This isn't 
realism - it's surrealism! 


Title: Flight Simulator II 

Hawaiian Scenery Bisk 
Publisher: Sublogic 
Price: £19,95 

Reviewer: John S Davison 



















MOUSE 

CHAMPION! 

Waste of money buying another mouse isn't it? 

Les Ellingham used to think so until this little beastie arrived 

A re you one of those folks who get quite frustrated wjth 
the slow speed of the Atari mouse and resort to one of 
the many public domain programs to speed up the 
mouse reaction? Those programs certainly work but can be a 
pain in that you must remember to nun the program or boot 
with the right disk to autorun them each time and occasionally 
they clash with other programs. A better solution to the problem 
is a better mouse but until recently there have been no alterna¬ 
tives for the ST, at least not at anything like a sensible price, 

Now from the land where STs are born (Taiwan) comes a new, 
relatively cheap, mouse that is compatible not only with the ST 
but also the Amiga and Amstrad, The price is still fairly steep at 
£39.95 but you can pick them up for less, and you do get a few 
free goodies lake u mouse mat come cutting mat., a mouse holder 
and a discount voucher for a very small range of Electronic Arts 
software, 

Now a mouse is a mouse isn't it? Well, that's what I thought 
until I got this little beast home and hooked it up. Over in the 
far East they have obviously been doing some genetic engineer¬ 
ing on mice and this one really is a joy to use. tt claims a higher 
resolution, al 280 dpi., than standard mice which means that 
that cursor fairly flies about the screen and the buttons click 
smoothly and effortlessly, In addition it has a more ergonomic 
shape that lends it much finer control. 

At first you will And that; the resolution is too high and you wall 
move the mouse far too quickly with the result that the cursor 
skips on screen. Slow it down with slight and gentle movement 
and you wall find the Ntikshu mouse effortless to use, Go back to 
a standard Atari mouse and you will not believe bow slow and 
clumsy it is. 

As well as its ergonomic shape, the Nakshu mouse has a much 
longer tail than its less developed cousins which, strangely, can 
be u hit of a nuisance. As there is a plug in adaptor for the ST 
about nine inches in length the mouse already plugs in some 
distance from the computer and a lead almost six feet in length 
means that you can either work from the other side of the room 
or have masses of cable whirling round your desk. I have 
resorted to burying most of it under the keyboard! 

Upgrading your mouse might be considered to be one of those 
frivolous luxuries but, believe me, once you have tried this one 
you will wonder why you didn't buy one before. I bought mine at 
the Computer Shopper Show only because everything else was so 
boring and I desperately wanted to buy something. As it turned 
out it was a real treasure. The recommended price of £39.95 is 
high, even though other mice can cost a lot more, but you can 
get them discounted to around £30, I paid a mere £24,95 at the 
Amstrad User Group stand which made it a real bargain, so If 
you can't find one at your local ST shop, take a look through one 
of the Amstrad magazines. 

My advice is to throw that Atari runt away and treat yourself to 
a real pedigree show mouse! « 



THE NAKSHA MOUSE A real pedigree rodent for £39.95 





NEW! 


CRiCIT 


INVENTORY CONTROL 
at CASH REGISTER PRICES /" 


BAR CODE + PIUS 


m limn i 


U CRICIT is an integrated Cash Register & 
Inventory Control package. For the price of a cash 
register, you can own the complete Bar Code Ready 
H CRICIT System. 

■ Complete cash register functions 

* Flexible Inventory control for 65,500 products 

* Daily, period and yearly reporting 

* Price,'product labels with optional bar code 

- Reads bar code directly from packaging 

- Coupon issue and redemption{fixed or % of sale) 

* Customized receipts, inventory and reporting 

* Ready-to-mail purchase orders with automatic 
re-order calculation 

* Commission calculation tor 15 sales clerks 

* Mailing lists in list and label formats 

- Lay-aways, auto-discounts, stock searches 

* Categories, departments, non-stock items 

* Between-store reporting via modem 

■ User-friendly error correction and training manual 

£249 + VAT. — 
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SOFTWARE 

EXPRESS! 

COMPUTER SYSILMS LTD 
212-213 BROAD STREET, 
BIRMINGHAM, Bib I A* 
Telephone: 021-643 9100 
Telefax 021-643 8^58 
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SUMMER EDITION 


T his latest sports simulator is linked 
to the Seoul Olympics and the play¬ 
er is invited to compete in eight 
events, namely: Archery, Velodrome Cycl¬ 
ing, Diving, Hammer Throwing, Hurdles, 
Pole Vault, Rings and Uneven Parallel 
Bars. 

After on opening ceremony portraying 
Korean travelogue pictures, you are pre¬ 
sented with u map of the Olympic Vi Huge 
with icons representing each of the eight 
events placed in the relevant stadiums. 
Position the cursor over the event you 
want to practice - and practice is highly 
recommended, if only to see what lies be¬ 
fore you! To begin select the 'OTHER OP¬ 
TIONS' icon and then decide which coun¬ 
try you wish to represent, You may com¬ 
pete with two or more 'human' players or 
against the computer. 

ARCHERY entails setting the tension on 
the bowstring and aiming at the target, 
taking into account the changeable wind 
direction factors. This is the ONLY event 
that doesn't require a time limit. 
VELODROME CYCLING presents a 3D 
view from behind two cyclists (with an 
aerial view of the whole stadium along¬ 
side), one of whom is under joystick con¬ 
trol. Speed is built up by frantically wag¬ 
gling the joystick,, but it is also possible to 
'slipstream' directly behind your opponent 
to save energy and effort, and then make 
a break for the line when ready, 

DIVING appears to be easy, but it is more 
difficult than you think. Set the desired 


tension on the 3^' - 

Springboard and V ^ sg" 

THROW Wkw u 
while to gel used 

button at the correct moment and away it 
goes try letting go whilst he hammer is 
facing directly at youl! 

HURDLES .... again, your success is really 
down to the speed of your joystick wag¬ 
gling prowess, although precise timing {if 
your leaps over the hurdles is < racial if you 
don't want grazed shins. 

POLE VAULT allows you to view your 
vaalter from the front. Speed him up by 
moving the joystick left and right in syn¬ 
chronisation with his foot movements, 
plant the pole correctly and over you go 
.... hopefully! 

The next two events take place indoors 
and are a little more complicated, however 
you will find comprehensive instructions 
for these latter two (with diagrams) in the 
game dotumentation. 

THE RINGS require you to move from 
position to position in a grateful 
gj sequence to attract maximum points, 
j££j waggling the joystick at a certain 
EM speed to perform the move indicated 
IT” by a flashing Icon on the screen. 

THE UNEVEN PARALLEL RAR,S is in a 

I similar vein, but you simply push up 
or down to select the direction of mo¬ 
tion and your little gymnast does the 
rest, 

The graphics are extremely varied 
due to the different events but are 
always of a high standard. Anima¬ 
tion is smooth and there's plenty of it 
throughout this particular package. 
There are also some nice humorous 
touches, as in the Archery event when a 
disgruntled little mole appears cursing in 
' Korean' if you should bury your arrow in 
the ground below the target. Your competi¬ 
tor will also be seen crying like a big baby 
if he fails to come up to scratch on the 
indoor events! 


'much practice 
will be required 


Sensible control systems make it easy for 
anyone to get into Lhe game straight 
away, but cleverly designed events mean 
that much practice will be required. The 
only drawback with this type of package is 
the amount of disk swapping and the time 
lapse between events. I his ST version 
comes on four disks so be prepared for 
many delays. 

The Games - Summer Edition Isa useful 
multi-format sports simulation and this 
makes it a winner for athletics fans or 
otherwise. 


SiCHT & SOUND - Both digit¬ 
ized and 3D graphics are utilised 
and are very impressive. The 
music is fine with greaf sampled 
sounds and spot FX r and the 
occasional humour ties in nicely 
with fhe general feel 1 of the 
game 


GAMEri-AV - Smooth execution 
of most of the events and so 
much variety that you'll be spoilt 
for choice 


Title: THE GAMES - 

SUMMER EDITION 
Publisher: LLS.Gold/Epyx 
Price: £24.99 

Reviewer John R, Barnsley 


VERDICT - The complete lay¬ 
about's chance to compete in the 
Olympics but have a spare 
joystick warmed up, just in easel! 
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ATARI ST SUPERDEALS 



Sixteen Bit Superdeals from the Sixteen Bit Specialists ! 

CUSTOMERS PLEASE NOTE! When comparing prices remember ours include fast delivery by courier. 


520 STE Power Pack 

£359,00 

Inc. VAT and Next Day Delivery 

Power Pack includes: 

* 520 STFM 512K Keyboard wilh Built-in 1 Megabyte di$k drive 
Modulator 

* Over £550 worth of games software, including OulRun. Gauntlel 2, 

R-Type. Space Hamer. Super HangOn and 16 more Top Games 

* Organiser Business Software including WORDPROGESSOR 
SPREADSHEET and DATABASE. 

* Firsl BASIC and First Music Utility Software 

* FREE JOYSTICK AND FREE MOUSE MAT WORTH £4.95 

* All leads, manuals PLUS MOUSE and tree mains plug 1 

REMEMBER! Many STs da not come with BASIC - ours come with 
ST BASIC REV D by Metacomco 


520STE Explorer Pack 

£279.00 

* Explorer Pack Includes S20STFM 5i?K Keyboard ivith buiii-m i Megabyte Disk 
Drive anp Tv Modulator 

* i FREE Game ST Tutorial and METACOMCO Basic wgrih CZ5.00 

* An Leads Manuals PLUS MOUSE grd FREE Ma ns P .jg 1 + Fme mou&H mal wn'ih 55 


1040STE Super Pack 

£479.00 

* Includes Ehe new ’ megabyte 104GSTE keyboard dIus £450 worn of software. 
Comprising 21 games and Organiser Business Software Also includes 
Metacomco BASIC. Mouse Pad, ail Leads Manuals and Mouse 

* i040 STE keyboard without software £439.00 


104QSTFM Business Pack 

£439.00 

Business Pack includes: 

* Alan 1040STFM Keyboard with 1 meg memory and i m®g duI- in o sk drive 
pius Tv nwduiator. 

* £38S wortr o( Business Sfiflwarft irtdudinj MICROSOFT WhITE ward prgcu&iar : E 1 5C 
SUPER BASE PERSONAL Daiabase tf&Ci ar<J VIP PROFESSIONAL Lstus 1^3 
Spreadsheet clone i£l50). Metacpmco Basic '£25 00l 

+ A i leads, manuals and mouse. 


MEGA 1 BUSINESS PACK 

£529.00 

Features: 

+■ Separate Keyboard and System Unit 
+ All the Soli ware included wnn 1040 STEM Business Pack. 

* Blitter chic mslalled lor taster graphics 

tnc £M124 Mono Monitor QO 


ACCESSORIES 

Ogickshot II Turbo Joystick £9.95 Branded Me more* 3 5" DS DD Disks 


Cnmpetiticri Pro 5000 Joystick £13.95 Bon ot 10. ..£1305 

Comoetition Pro with Aulolire £14.95 Memore* Disk Bo* 

Konut Spsedking Joystick .. El 1.95 For 40 3 5" Disks ,.£8.96 

Red Mouse Mai with Amiga logo ...£5.95 Amiga 12 Meg Expansion.£119.95 


Plain blue Mou se Mat.£4.95 Control Centre Atari or Amrga £39.95 

Contriver Am ga and ST Mouse wi|h FREE Holder and Mouse Pad £20 05 


PRINTERS 

StarLG24-10 24 pin ind. lead ST/Amiga.£249.00 

Star LC10 including interface lead lor CT/Amiga.£169-00 

Star LC10 cqIou r inc luding i nterface lead for ST- Amiga £21900 

Citizen 12QD including interface lead for ST/Amiga....£159.00 

SEIKOSHA 80 COLUMN PRINTERS - AMAZING PRICES 

Seikosha 9 pin NLQ including interface lead tor ST/Amiga.£139.00 

Seikosha 24 pin LG including interface lead lor ST/Amiga.£239.00 





AMIGA A500 
GAMES PACK 
£ 399.00 

tnc VAT and Next Day Delivery 

BAT Games Pack includes: 

* Amiga A5QG 512K Keyboard with Burlt-in 1 Megabyte disk drive 

+ Free TV modulator worth £24 00. allowing you to use the Amiga with 
g normal TV. 

* DELUXE PAINT II and PHOTON PAINT Graphic Packages 
WORTH over £100! 

* FREE, only-just-re leased BATMAN - THE MOVIE games software 

* NEW ZEALAND STORY arcade games software. 

* FI6 - INTERCEPTOR - amazing 3D flight simulator software. 

* A further £230 worth ot Games Software including BUGGY 
BOY, MERCENARY, BARBARIAN. WIZBALL & six more games. 

* FREE MOUSE MAT worth £4.95 

*■ Amiga BASIC, Amiga EXTRAS 1,3, Workbench 1.3 PLUS the 
Amiga Slep by Step Tutorial. 

* All leads, manuals PLUS MOUSE and mams plug 1 


AMIGA 1 MEG 
BAT GAME PACK 
£ 529.00 

1 Meg Bat Games Pack includes: 

* Fitted 1 Megabyte Memory Expansion ■+ Real Time Clock Caro 

* Everything listed lor the A5CC Bat Game Pack 

* DRAGON'S LAIR 1 MEG MEGAGAME" 


AMIGA A500 
CLASS OF THE 1990 f S 
BUSINESS + EDUCATIONAL PACK 
£549.00 

FEATURES' 

+ Amiga A50C + TV Modulator 

* Midi Interface ■+ Software 

* Kind Words II word processor 

* Page Setter DTP 

* Super Base Personal 
Database 


* Maxiplan 500 Spreadsheet 

* Amiga Lego. BBC Emulator. 
Deluxe Pami II 

* Mouse mat. 10 blank disks 
and disk wallet 


EXTERNAL DISK DRIVES 


Atari SF314 1 Megabyte,.....£139.00 

Amtga A1G10 1 Megabyte......£109.00 

Cumana 1 Megabyte Atari or Amiga .£89.95 

NEC 1 Megabyte Atari or Amiga ........£79 95 

Atari Megatile 30 Hard Disk.£439.00 

New! Commodore A590 20 meg hard disk.£369.00 

A590 Hard Disk + Memory Upgrade installed .Phone 


MONITORS 

Commodore Amiga A10B4 Stereo colour Monitor me lead £249,0C 

Atari SCI 224 Colour Monitor me lead.£259,00 

Atari SM124 Mono Monitor including lead.£104.00 

Philips CM8033 stereo colour monitor inc. lead for ST or Amiga. .££59,00 


CREDIT CARD ORDERLINE 0908 378008 a 

To order: either tall the credit card Order line above Wilt) your ACCess-'ViSa Credit card details or make a cheque'FD payable Id Digicom Comp Liter Services. Ltd. 
and send it wilfi your order to the address lye low. We've moved Id larger premises - Callers most we I come I 



DIGICOM 

Unit 36. Wharfside, Fenny Stratford, MILTON KEYNES MK2 2AZ 


All prices include VAT and next day delivery by courier 
















































































MUSIC 


WITH YOUR ATARI 


John S Davison’s 
regular guide to 
all the ways 
of making music 
on your favourite 
computer 



BUILDING PATCHES 


The most interesting program for me is the Patch 
Editor, The PSS's front pone! gives you access to only 
nine of its voice parameters, Dave's program now 
makes it possible to get at the rest via MIDI System 
Exclusive facilities, It lists 36 voice parameters on the 
screen, and you just key new values into them as 
required. Push one button on the PSS and you can 
instantly play the new voice patch you've c reated 
One small snag - there's nothing to explain what these 
parameters actually are or what they do! Useful dues 
can be gleaned from the section of the PSS's instruction 
manual entitled "Exclusive Data Format". It doesn't 
explain things in detail, but the information there plus 
a little experimentation should soon give you a basic 
understanding of which parameter does what. 

The Patch Editor can only download voices to the PSS's 
voice banks., so you can't upload an existing voice to 
inspect or modify its parameters, It does have disk 
save/load facilities though, so once you've created a 
voice you can store it for later use. On bootup the 
program provides parameters for a "default 1 voice, and 
this plus the supplied sample patches give you a good 
starting point for experimentation, 

I his program means we now have a way of collecting 
and distributing PSS voice patches. If any of you create 
patches you're particularly proud of, why don't you send 
them to me (care of Page 6} for possible inclusion on a 
future PSS Voice Patch Library PD disk, or publication in 
this column? Send them on disk (with SAE please, if you 
want it returned!), or just copy the parameter names and 
values from the editor screen onto paper and send that. 
Dave Gymer shared his work with the Atari community - 
here's your chance to da the same and help repay him, 
Everybody benefits, so get cracking now! 


PSS MEMORY DUMP 


ast issue's announcement about the arrival of 
2 the ST public domain software for the Yamaha 

H PSS-4S0 and 680 home keyboards seems to hove 

created quite a stir" The new PSS disk in the Page 
6 FD library is an instant hit it seems, so them 
must be an awful lot of you PSS owners out there. For 
those who haven't got the disk yet, here's a few details to 
whet your appetite. 

The programs were written by David Gymer of Louth, 
Lines ,j who needled certain MIDI utility programs for use 
with his F5S-48G. As there was nothing available com¬ 
mercially he decided to create them himself. Like many 
programming enthusiasts Dave is letting the rest of the 
ST community benefit from his hard work by releasing 
the code into the public domain. Thanks Dave, it's very 
much appreciated! 

The PSS disk contains several useful utilities,, including a 
PSS patch editor, a drum machine program, a MIDI 
System Exclusive librarian, a music tabiature sheet prin¬ 
ter, and a few sample voice patches and drum patterns 
to get you started. As a bonus, Page 6 have added several 
song files in Activision's Music Studio format arranged 
specially for the PSS machines. There's also (very) brief 
documentation on disk for each of the main programs. 


The next program is the System Exclusive Librarian, 
which allows you to bulk dump the PSS's memory into 
the ST using MIDI System Exclusive facilities. This means 
you can now capture and store the fi ve voice patch 
memories, the onboard sequencer's five melody and 
chord memories, and the rhythm pattern memory. So, 
anything you can customise on the PSS can now be 
saved to disk for reuse at any later time! 

Even better, each of these items can be split out of the 
bulk dump and saved as separate files, so you can build 
up libraries of voice patches, songs you've sequenced, 
and rhythm patterns. These are really great facilities to 
have and will add enormously to your enjoyment. The 
only extra I'd like to see is a way of splitting the sets of 
five voice patches out into separate voices so you could 
load them individually into the Patch Editor Any chance 
of implementing this, Dave? 

The drum machine program turns the PSS into a drum 
machine (surprise, surprise). Instead of the PSS's single 
two bar drum pattern capability, this utility lets you 
program as many different two bar patterns as you wish, 
via a very easy to use grid based editor. These may then 
be linked together and Looped as required to form the 
rhythm track for a complete song. There's a fixed choice 
of only nine percussion instruments from the PSS-68G J s 
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set of 32, and you can't synchronise the rhythm with the 
PSS's internal song sequencer - you have to play along 
live with it. But then at the price, who's complaining? 
The final program is rather out of place on the PSS disk, 
as it's a utility for printing out blank guitar tablature 
forms. Guitarists sometimes use these as an alternative to 
conventional notation when writing music down on 
paper. There's not much to say about it really, except 
that it s designed to use the IBM character set on Epson 
compatible printers, and seems to work OK, 

Overall, J can't see how any PSS owner would want to be 
without this disk. It adds enormously to the enjoyment of 
using the instrument, and at £2.95 it s unbeatable value 
for money! 

GOING ONE BETTER 

I've been using my P5S-680 for well over a year now, 
and have learned a tremendous amount about MIDI and 
electronic music making from it. But - the upgrade bug 
recently struck, and I succumbed to the charms of a 
Yamaha \ 5-200 synthesiser. If I was amazed by the 
FSS-680 when I first got it, then I've been knocked 
breathless by the YS-20GJ If you re contemplating up¬ 
grading, or just want to start with a more 'professtonaF 
instrument you may be interested to hear about the 
differences between this type of instrument and the basic 
PSS machines. 

First and foremost is the sound! J fell in love with it the 
first time I heard it, as the instrument produces some 
gloriously rich sounds. As supplied it has 100 preset 
patches, plus a further 100 programmable memories for 
your own patches, These can be saved on an optional 
32 k RAVI card if required. An additional 100 presets can 
be plugged in on ROM cards, so you can have up to 300 
different on board voices available if you wish. 

It uses the same basic synthesis method as the PSS 
machines., but employs a much more complex version of 
it- IFs called Frequency Modulation (FM) synthesis, now 
considered old fashioned by the pundits as it s been 
□round for about 5 years. The PSS machines use the most 
basic form of FM, using only two interacting digital 
waveform generators (called 'operators The YS-200 has 
four operators, and these endow it with a far richer 
sound than its little brother. Also, these operators may be 
interconnected in several different ways (known as 
algorithms') to produce sounds which are impossible on 
the PSS, For instance, you can synthesise the sound of a 
whole orchestral string section, rather than just that of a 
single violin as on the PSS. 

If you think 36 patch parameters on the PSS is bad 
enough you should see what you have to do with a four 
operator machine! To give Yamaha their due, they've 
fitted the YS series of synthesisers with Easy Edit' fea¬ 
tures, which considerably simplifies the job of patch 
editing but, as on the PSS machines, this cuts down the 
control you have over the parameter and restricts the 
possibilities. So, for total control of ail the parameters 
you have to use an ST based patch editor. 

DIGITAL EFFECTS 

The VS-200 also has a built-in stereo digital effects 
processor, and this contributes massively to the quality of 
the sound. It can add a wide range of hall, room, or 


plate reverberations, delays, echoes, distortion, gated re¬ 
verb, and revenue gated reverb to the synthesised sound. I 
particularly like the reverbs, as they add a smoothness 
and spaciousness to the sound that's a joy to hear, 

Like the PSS, the YS-200 has a built-in sequencer, but 
this one's much more advanced, It has eight tracks, each 
w ith eight voice polyphony. In comparison, the PSS has 
Only five monophonic tracks. As well as real-time record¬ 
ing it also has step-time, punch-in/punch-out, quantize, 
and sang edit facilities, and your sequenced songs can be 
saved out onto an optional RAM card for long term 
storage. In fact, it has most things an ST based sequencer 
has, but it's not nearly so easy to use. 

The other big difference is that the keyboard is designed 
for adding expression to your music. The YS-200 keys are 
full size, unlike the mini-keys on the PSS. Also, they're 
velocity sensitive so hitting them faster produces a louder 
sound. They're also aftertouch sensitive, so pressing them 
harder after the initial depression can trigger additional 
effects, such as vibrato, tremolo, wahwah, or tone shifts. 
Unlike the PSS, the YS-200 can't produce sound an its 
own. You have to plug in headphones or a separate 
amplifier and speakers to actually hear anything. It 
doesn't have the automatic play 'fun' features of the PSS 
either - you have to play this beast for real. It's only 
eight voice multitimbra! compared to the PSS s twelve, 
and you have to manually allocate voice polyphony to 
MIDI channels. This is a real pain after using the PSS's 
dynamic voice allocation feature. 

As you can see, making music can become rather more 
complicated when using more upmarket equipment. This 
could mean you have to spend MORE time on the 
technology and LESS an the music, which is not the idea 
at all! It s here that the ST running good software can be 
of great benefit, taking care of the complexities for you. 

In future articles I hope to be able to look at some of 
these products in detail to see how much they do help. 

MIDI-MASTER 

Remember I mentioned MIDI-Master (the MIDI interface 
for the B-bit machines) a few issues back? The reason I 
haven't mentioned it since is because we've had great 
problems finding Molex plugs with which to connect it to 
the B-bit machine's serial port. Well, we finally found 
enough to moke up just 32 interlaces, and are in the 
process of getting these manufactured. Soon, 32 lucky 
E-bil owners will be able to buy them and start making 
music via MIDI, If they're ready by the next issue I'll tell 
you more about it then. In the meantime, if you know 
the whereabouts of any unmade Molex plugs (plugs 
made up as leads will not do), please tell us r as I'm sure 
the demand for MIDI-Master will far exceed the current 
botch of 32! (Aif 32 were sold wjrhin a week of the prelimin¬ 
ary announcement, even though they were not, at the time, 
available - Ed.) 

That's all for this time, folks. Don't forget to write to me 
(CariE! of Fage 6) with your music queries, suggestions for 
things you'd like to see covered, or to send those killer 
PSS voice patches you'd like the world to know about. Ill 
be delighted to hear from you. # 
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An example of the various icons (hat may be used in Neodesk. 
Those in the window easily and quickly show different versions of 
wprir iff propress. On the desktop are icons for frequently used 
programs, any of which may be run directly from She desktop 
without opening any windows, fust double dick on the icon. AH of 
the icons are user definable. 



Upteit Hindi [E«J 


Fifes may be shown as text and there is a wide choice of 
information that can be sftowrj or not. Hera small text is used but 
the normal size that GEM uses is available. Information not 
normally required such as date and lime can be exduded and a 
Template option allows you to shtfw only tiles with particular 
extenders or filenames Fuii wildcard selection is available. 



f you are a serious user of the ST then, like me, you probably don't buy that 
many programs, Once you have found the programs that suit your particu¬ 
lar use of the computer then you lend to stick with them. In my case the 
programs that I use most are Fleet Street Ihiblisher and Protext with maybe 
four or five regularly used utilities and it is very rare that I actually need any 
other programs. In order to actually buy something new I need to be sure 
that it will get as much use as the other programs I have. 1 bought Neodesk, 
after seeing the public domain demo version and it certainly lives up to the 
aforementioned criteria, in fact it has become the one program that I use 
every time I hoot up the ST and I now wouldn't be without it! 


A TOTALLY NEW DESKTOP 


Neodesk completely replaces the GEM desktop and provides a totally flexible 
environment that addresses most of the problems Of GEM and adds many 
new features that you may not have even considered but which quickly 
become indispensable. The most obvious new features ore the user definable 
icons used to replace the standard GEM icons and, whilst at first these seem 
rather gimmicky, they quickly provide a much faster way to recognise all the 
different files on your system enabling you to work much faster. 

Working faster is one of the major advantages of Neodesk. The GEM style 
windows ore retained but the 'grow and shrink' boxes are dropped and other 
features added like u 'go to back' button. There is no horizontal scroll bar, 
instead all Hies are fitted into the available width meaning that only vertical 
scrolling if required. If you ore viewing in text mode then even that may not 
be necessary as you can use small text and take out non-essential details like- 
time and date. In this way over ICO files can be shown in a window! Most 
users will find that more than adequate. 

The various drop down menus of GEM are either replaced or enhanced and 
little problems like not being able to rename folders are solved. Much more 
information on disks or hard disk partitions or files is available and Neodesk 
can give your disks unique volume names which can be quickly and easily 
changed. Have you tried doing that with GEM? 
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Here tiles are shown as text with the details of size, date and time 
removed Neodesk fits as many files as it can in the window, 
according to she amount of information you have selected, tn this 
instance there are 78 files m full view. These can be quickly 
switched to single column if it is easier to view them that way. 


MANY MORE OPTIONS 


Formatting floppies and copying information is now a real joy since there is 
a built in formatter that allows you to select the number of trucks and sectors 
per track and use a 'twister 1 format for faster loading. Copying from disk to 
disk is much faster and gives you the option to copy with or without format 
or to just copy all files, much better than trying to highlight them all in a 
window. 

Copying files in general becomes a delight as Neodesk will try and copy in 
as few passes as possible and in the quickest way. Ail files to be copied ore 
first read into memory and aTe then written out to the destination disk with 
a progress report on screen os you go. An added bonus, much used, is a 
Move function which copies files to other drives and also removes those files 
from the original drive. On o hard disk this is much, much faster than a 
standard copy and then delete. 
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Having wasted a lot of money in 
the past on programs that don't 
perform, Les Effingham needs to be 
convinced that a program is really 
useful before buying it. 

Does Neodesk qualify? 



The comprehensive Neodesk Control Panel has more features 
than me GEM version including a useful corner clock that stays an 
screen throughout most programs, even those that don't use 
GEM. Again note the icons along the top. personalty selected, ft 
you don't tike this style choose somefhtng that you do likef 


lot of the facilities available, once selected may be saved in a desktop file 
but unlike GEM. any number of different desktop files con be created and 
saved. If you switch between colour and mono then Neodesk will recognise 
and load the appropriate desktop so that you always have the best setup 
Hvvmq the best setup is one of the real advantages of the program and 
perhaps its strongest feature is the ability to take any program out of a 
window and drop it on the desktop. This means that your most used 
programs cun be run directly from the desktop without ever opening a 
window and it doesn't matter where those programs are or in what folders. 

CREATE YOUR OWN ICONS 



There are many other facilities that I have not mentioned such os the ability 
t0 *™™ 0 WQr7n or ^Idstart from the keyboard, the use of key commands 
” rf P lau? q1] dr °P d “wn menu items and many others. The one extra feature 
that must be mentioned is the icon Editor which enables you to create your 
own custom icons. This is an easy to use grid editor, much like a sprite editor, 
with which you can amend any existing icon or create your own. Alterna- 
tavely separate icon files can be loaded in and individual icons can be added 

o your personal collection. Several hundred such icons are available in the 
public domain, 


ESSENTIAL FOR HARD DISK USERS 

Neodesk really comes into its own when used with a hard drive but it con be 
used quite effectively in a twin drive system. On o single drive its use may be 
quite limited since it needs to reload each time you exit a program but even 
men many of the facilities may prove to be quite useful. 

For Hard Disk users 1 would say that Neodesk is almost indispensable and if 
used with the shareware programs Headstart to autobool and the Little 
Gimi File Selector, which is everything that the GEM selector boxes should 
hate been, it will transform your ST into a totally different, much more 
flexible and more powerful system, I cannot recommend Neodesk highly 
enough, it is now the one program that is used more than any other 1 own 
end worth every penny of its price. 

Neodesk costs £39.95 and should be available from most reputable ST 
mailers, although it seems a little difficult to locate. A public domain demo 
vemon is available from Page 6 price £2,95 and Is highly recommended if 
you are not quite convinced that your system needs upgrading. 


A number of standard icons are available with Neodesk but it you 
don't like them you can quickly and easily design your own with 
the trfrjor supplied. Other . ready drawn, icons are available in the 
public domain and most ot those used in the setup illustrated are 
taken from the Page $ Library disk ST22B which contains hun¬ 
dreds of icons and an excellent damn version of Neodesk 


Neodesk contains a useful printer feature that allows you to 
configure your printer and Queue various files for printing no 
matter where they are on the disk. To print files you can just drag 
them to the pnnter icon or use the Queue'. Ail printing is carried 
out as a background task so you can get on with other work. 
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Lots Of options may be set and the desktop can be saved in a 
variety of ways. Unlike GEM, you are not restricted to one single 
format , and can save several different desktop setups. Neodesk 
saves separate mono and colour desktops so that if you switch 
between each, the relevant desktop setup is loaded. 
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ST GAMES ... ST GAMES 


ST GAMES.. 


FERRARI 
FORMULA I 


T 1 he strains of Fleetwood 
Mac's 'The Chain' 
echoed in my mind as I 
looked at this game. Sadly the 
loading music was not a 
patch on this but the game 
certainly was. This one claims 
to be a Grand Prix Motor Rac¬ 
ing simulator which is an apt 
description. The packaging in¬ 
cludes a comprehensive in¬ 
struction booklet that needs to 
be fully read and understood 
in order that the utmost value 
may be gained. 

It Is passible to quick start the 
program and use the mouse 
to steer, accelerate and 
brake but that degrades the 
program to a poor cor race 
game of which there are sev¬ 
eral comparable and some 
better versions. The Interest in 
this is from the pit modifica¬ 
tions and the changes 
needed to suit the Ferrari to 
race on each of the Grand 
Prix circuits of the world.- 


The game proper 
starts before the 
opening of the 
1906 racing sea¬ 
son at the test 
track in Italy and 
here, after perusing the manu^ 
at, it is possible to select your 
favoured gear, suspension, 
tyre and engine settings or rely 
on your chief mechanic's 
advice which is normally fairly 
good. Once the settings are 
decided, and practice at the 
test track has you feeling con¬ 
fident, it is possible to acceler¬ 
ate the real time clock to the 
next race. Once more prac¬ 
tice and qualifying rounds 
give room to fine tune and 
renew the engine and other 
parts so that the real race 
may take place. 

The track scrolls in the manner 
of Pole position with semi¬ 
transparent opposition 
appearing and disappearing 
round bends. It is possible with 



practice to win races and 
obtain points on the Grand 
Prix table, but moke a mistake 
and you could be hospitalised 
for many days even missing 
the next race. 

The sound effects are weak 
and unconvincing, the 
graphics bear only fleeting re¬ 
semblance to the tracks con¬ 
cerned. although all major 
chicanes or trademarks are in¬ 
cluded. Perhaps this game 
does not want judging as an 
arcade race game but rather 
as a long term tactical simula¬ 
tion. 

I enjoyed it as a challenge 
and also on the level of under 
standing the problems a 
Grand Prix team faces 
throughout a season. 


Title: FERRARI FORMULA I 

Publisher: Electronic Arts 
Rice: £24.99 

Reviewer: Damon Howaith 


The spot effects and engine 
noise are weak while the 
graphics onJy adequately con¬ 
vey the impression of the race 
hack 


Tactically interesting. Learning 
to control the cor is a chal¬ 
lenge dot it Is nof a fast arcade 
game, merely Oh acceptable 
race game 


A good simulation of a Grand 
Prix season - only buy if that is 
your interest 


ion 


Title: PALADIN 

Publisher: Omnilrend/Artronic 
Price: £19.95 

Reviewer: John Sweeney 


Average graphics, adequate 
for the type of game; minimal 
sound effects 


Slow and cumbersome in 
places, but sufficient variety to 
keep you busy for a tew hours 


Not a great game, but good 
value it you wont to buifd your 
own dungeons 



PALADIN 




P aladin is an PPG which 
uses a bird's eye view 
of your men and the 
terrain around them similar to 
the battle sequences of the 
Ultima series and the SSI fan¬ 
tasy RFGs. but spread over a 
much wider scrolling area. 
There are 10 short quests to 
fulfil, after each of which youf 
Paladin may Improve in his 
abilities. The quests can be 
played in any order (apart 
from two which are linked). 
You get some helpers in each 
quest: Swordsmen, Mages 
(with half a dozen spells at 
their disposal, e.g. Detect 
Door. Invisibility. Fireball). 
Thieves and Rangers (who can 
use a couple of the spells). 
Scattered around may be any 


of 13 items, such 
as Crossbows, 
Amulets of Levita¬ 
tion, Potions of 
Healing ond Orbs 
of Fire. The objectives involve 
rescuing prisoners, finding 
scrolls, killing enough of the 
enemy and escaping. The 
enemy range from Dragons 
and Trolls to Sorcerors and 
Spirits, all deadly! 

Play is almost entirely mouse- 
driven. Each of your charac¬ 
ters is given an allocation of 
Movement Points each turn, 
based on basic ability, load, 
health and vitality. Every ac¬ 
tion - moving, fighting, etc. - 
takes a certain number of 
MPs, Once you have moved 
all your guys then the enemy 
gets to use his MPs which can 
be quite deadly as each 
enemy may be able to aim 
multiple blows at your guys, 
and you can only save at the 


END of the enemy phase! 
Unfortunately the mouse 
reacts very slowly and there 
are not enough icons on the 
screen. For example, there is a 
Sword Icon for Attack, but 
none for Cost Spell. Instead 
you have to hold down SHIFT 
while clicking on the Sword 
Icon! Weird! Similar strange 
combinations of key-strokes 
and mouse clicks have to be 
used to switch characters, 
turns, or to end your turn. The 
other downer is that It is all a 
bit slow, the screen scrolls 
slowly every time you move a 
character, and slow GEM win¬ 
dows open to ask you ques¬ 
tions. Dungeon Master it ain't! 
The biggest bonus is that you 
can create your own quests. 
The game Includes a com¬ 
plete Dungeon Editor with 
over thirty terrain types for you 
to build your own overland 
adventures or diungeons. 
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DRAGON 

SPIRIT 

D ragon Spirit is a con- 
1 version of an arcade 
game that still pops op 
in some local pubs and 
attracts some interest. Basical¬ 
ly it 'is a scrolling game in 
which the object is to drop 
bombs on, and breath flame 
jets, at the opposition - evil 
minions of a cruel serpent 
demon, The player is, in fact, a 
large three headed dragon 
and is going to save the Prin¬ 
cess Alicia. There are of course 
the mandatory end of level 
monsters to defeat to progress 
to each of the 8 levels all of 
which need the acquisition of 
bonus eggis and gems to en¬ 
sure the full killing power of the 
creature. 

This game comes with a 
sparser set of Instructions than 
even the Capcom series, (why 
is it that software companies 
assume that everyone has 
played the original arcade 
game?) but fortunately this is 



threaten the creature. I felt 
that a great deal of what the 
game had to offer had bee 
done before and in some 
cases better Had this game 
appeared twelve months ago 
I would have rated it as on 
innovative version of Sidewin¬ 
der or Xenon as It's only claim 
to originality is the dragonisa- 
tion of the hero which to me 
does not make a great deal 
of difference in the end. 

If there cits still players who 
enjoy this form of scrolling 
shoot-em up then It will satisfy 
their cravings but it is fairly 
bland and does not have the 
charismatic quality to make it 
a cult or even well remem¬ 
bered game. 


not too great a 
handicap since 
most becomes 
clear after brief 
playing. 

The game pre¬ 
sents a slightly different light 
on the scrolling game 
although there is little that Is 
different In the actual game- 
play. The overall impression Is 
that this is a workmanlike con¬ 
version that keeps most of the 
original's features and does 
not lose too much in the trans¬ 
lation, 

The scrolling is reasonable 
and the sound effects are 
adequate, although somehow 
though it did not generate the 
excitement or desire for re¬ 
peat playings that I experi¬ 
enced In Xenon 2 far 
example, 

The graphics are pleasant 
and unassuming, allowing 
some perspective sprites to 
loom out of the distance and 




Title: 

DRAGON SPIRFT 

Publisher: 

Tengen/Domark 

Price: 

£19.99 

Reviewer: 

Damon Haworth 


SIGHT & SOUND 


The spot effects are relevant 
and the sound track ordinary, 
graphically ft is quite pleasing 


GAMEPLAY 


An accurate Put slightly stow 
conversion theft does not quick¬ 
en the pulse rate 


VERDICT 


A sort of plain vanilla type Of 
game - nothing to eonetertirt ft 
but fittte to praise ft either 




Title: 

WAR MACHINE 

Publisher: 

Smash 16 

Price: 

£4 99 

Reviewer: 

John Davison jnr 


SIGHT & SOUND 


The graphics ore not the best 
you'll ever see, but they ore 
both fast and colourful. The 
high quatfly sound uses sam¬ 
ples to great effect 


GAMEPLAY 


A very addictive arcade 
adventure, which is on a mas¬ 
sive scale 


VERDICT 


Tremendous value tor money. 
Ojis of ffrs t?esf budge? re¬ 
leases f have ever seen 



WAR MACHINE 


C ommunications with 
the mining Installation 
on planet XR27B have 
been lost. It is believed that 
the problem is caused by the 
dreaded enemy. The Alien 
Syndicate. You have been 
selected for a dangerous mis¬ 
sion: to destroy the Alien 
Queen and her breeders, If 
you fati the legions of the syn¬ 
dicate will swarm across the 
entire universe leaving a trail 
of destruction in their wake. 
War Machine is basically a 
large multi screen arcade 
gome which has your charac¬ 
ter zip pm g around the colour 
ful mining colony trying to des 
troy various pieces of alien 
equipment. You also have to 
find the parts of a special 


"secret weapon" 
which is needed 
to kill the Alien 
Queen, Rooming 
around the mining 
colony are the usual bug¬ 
eyed nasties, who try to hinder 
your progress Also you'll em 
counter deadly acid pools 
which are conveniently 
placed to drain away your 
energy at different stages of 
the gome. 

The graphics are very bold 
and colourful, and whilst not 
being the most well defined 
and highly detailed, they are 
very effective. The action is 
fast and the multi coloured 
aliens, coupled with your rain¬ 
bow coloured laser beams 
and the weird and wacky 
backdrops make the game a 
positive feast of psychedelic 
vision, As with so many other 
releases recently, the sound is 
sampled, The noise of your 


powerful laser weapon is very 
satisfying, as are the deafen¬ 
ing explosions when you des¬ 
troy something. The music on 
the title screen also involves 
sampled voices and is most 
effective, 

I found the game very enjoy¬ 
able to play, but the icing on 
the cake which makes this 
game even better is its price * 
If s just £4.99! If only we could 
have more software of this 
quality at this price! 

War Machine Is both colourful 
and fun to play, is amazingly 
addictive, and it gives more 
value for money than any 
other game released so far 

‘more value for 
money than any 
other release’ 
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STRIDER 



A nother arcade conver¬ 
sion from Capcom, with 
the normal lack of in¬ 
structions found with these 
games. Fortunately the game 
is joystick controlled and a 
bnef trial shows the enjoyable 
nature of this beat 'em up 
game. 

The scenario casts the player 
os Strider the super powered 
owner of some form of hi-tech 
Cor magical) titanium sword 
who has,, for some reason, to 
infiltrate the Russian Red Army 
and bring back State secrets. 
For some reason the Red Army 
is headed by an equally pow¬ 
erful superhuman who has to 
be defeated in the final 
screen. 

the infiltration takes place to 
loud music and spot effects 
and fast, furious action but 
there js a keyboard option to 
pause the game so you can 
work out the next strategy. The 
instructions neglect to mention 


that a small flying 
saucer needs 
liberating to be 
your pet and re¬ 
flector for your 
sword's laser 
blasts It took me quite some 
time to realise the floating 
piece of metal that dwelt 
within the rocket was in fact 
friendly and that it was at 
times indispensable. 

The game scrolls across highly 
colourful and detailed screens 
and the intelligent control sys¬ 
tem allows a vast variety of 
poses for Strider as he hacks 
and slides his way to the god 
at the end of the level. The 
enemy sprites are well desig¬ 
ned and actioned well!, and 
some possess a degree of in¬ 
telligence that is almost dan¬ 
gerous. The backgrounds 
show a great deal of imagina¬ 
tion and imbue a strong scien 
ce fantasy feel to the game. 
Eventually I found myself en¬ 


joying this gome, and realised 
that a great deal of joystick 
waggling had passed unno¬ 
ticed!. go much so I missed two 
appointments* Despite the 
rather gung-ho story line, 
which in this current thawing 
of the cold war may seem 
irrelevant, the game is rather 
good. I suspect that the 
screenshots on the box are 
taken from the arcade version 
since, although the ST 
graphics are colourful and 
strong they do not really com¬ 
pare to those on the box. The 
game has enough uniqueness 
and slick movement about it 
to moke It o favourite for hack 
and slay merchants and It 
even contains an element of 
f actics in it. 




Title: 

STRIDER 

Publisher 

Capcom/U.S, 


Gold 

Price: 

£24.99 

Reviewer: 

Damon Howarth 


SIGHT & SOUND 


Both pfccfe# and noise keep 
Ihe ST up to standard, smoota 
scrolling with loud effects and 
music odd to the arcade feel 




FACTS 



SAFARI GUNS 



Title; SAFARI GUNS 

Publisher New Deal 
Productions 
Price: *19.95 

Reviewer: Damon Howarth 


SIGHT & SOUND 


Visually colourful and full of 
jungle flavour, the sampled 
animal noises are initially 
atmospheric but subsequently 
tiresome 


GAMEPLAY 


Fast and smooth in play buf a 
long time In loading, the idea 
becomes repetitive after time 


VERDICT 


I enjoyed the game, but only in 
smalt doses. The concept is 
novel and the game deserves 
some success tor that 


S hades of Armarid and 
Michaela Dennis and 
David Attenborough! 
This target shoot game gives 
the player the opportunity to 
play animal guardian in Afri¬ 
ca The object of the enter¬ 
prise is to shoot with a camera 
as many different types of 
animals as you can. and to 
shoot with your rifle as many 
poachers os possible. The two 
shooters (Kodak and Reming¬ 
ton) are toggled via an on 
screen icon and both work 
and* sight from mouse control. 
It is unfortunate that the 
poachers realise that you 
have an inbuilt desire to kill 
since they pop up to shoot at 
the player at quite alarming 
speeds. Taking pictures of the 


animals as they 
move is also a 
tricky jab espe¬ 
cially since paints 
are scored for 
both uniqueness and quality 
of photo. 

The version I was testing was 
rather slow to stab up and 
although it contained some 
tasteful pictures of the African 
bush accompanied by sam¬ 
pled jungle noises and drums 
there was an interminably 
long wait for the game to 
start. Another small problem 
was that although I was 
offered the choice between 
German or English language 
versions the only language it 
would use was German. For¬ 
tunately this was not too great 
a problem since the mecha¬ 
nics are fairly simple and the 
multi language hand book 
gives just enough information 
to get by on. 


Once the action starts it is 
fairly fast and furious and the 
whole is reminiscent of the 
gunshot recognition test from 
police firing ranges. Not all hu¬ 
mans on screen are enemies 
and so speed and care needs 
to be exercised before shoot 
ing a potential poacher.When 
o poacher does appear you 
receive a down the muzzle 
view of him and unless your 
rifle finger is swift and accu¬ 
rate that is one life gone 
The game rests on the 
graphics which are very good. 
A great deal of smooth, fast, 
motion is maintained on 
screen and the gome becom¬ 
es most absorbing and fairly 
addictive, at least until the 
novelty wears off Whilst the 
whale is presented well and 
entertainingly, each level is 
very much like the preceding 
one and the game does be¬ 
gins to lose its attraction.- 
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ROLLER COASTER 
RUMBLER 

A mongst all the shoot bullets hit it. Every 
'em ups that are re- track gantry sport 
leased over the vear. it a nair of swinaino 


A mongst all the shoot 
'em ups that are re¬ 
leased over the year, it 
is sometimes difficult to select 
any one that really stands out 

from oil the others.until 

now! Imagine taking your turn 
on the infamous Corkscrew at 
Alton Towers, armed with a 
hefty machine gun and com¬ 
plete freedom to shoot at ev¬ 
erything that moves - or any¬ 
thing that you don't particular¬ 
ly like 

The instructions are a little 
sparse but it doesn't take too 
long to get well into the 
game. The cor r$ controlled by 
joystick and you aim and fire 
with the mouse - both honds 
occupied as you would be 
holding onto the car and tot¬ 
ing o machine gun at the 
same time Anything coloured 
ond moving can be blasted 
away; anything grey is 
armoured resulting in a re¬ 
sounding "clang' when your 


bullets hit it. Every 
track gantry sports 
a pair of swinging 
spheres (big bails 
really!) that are 
shot at os you 
approach. If you miss, then 
pressing the fire button on the 
joystick switches to a rear view 
so you can have a second 
shot - Put watch out for that 
next lot coming up! 

As you proceed, a series of 
weird aircraft will fly overhead 
and drop more "targets' be¬ 
fore you which must be taken 
out as soon as possible before 
they increase your damage 
level. If you run out of time or 
bullets (you have 500 rounds 
per level) the game will end. 
Similarly, if your car sustains ex¬ 
cessive damage you will un¬ 
gracefully leave the rails and 
plunge headlong into the 
ground, 

There is also a sort of flight 
simulator mode where you 



con happily fly about a multi¬ 
coloured landscape biasting- 
everything in sight to improve 
your aim and mouse manipu¬ 
lation skills - you're gonna 
need 'em"! This flight simulator 
option could easily pass for a 
game in it's own right)I The 
solid 3D graphics are very im¬ 
pressive and, although I must 
confess to being a little con¬ 
fused with the controls of this 
game initially, after the first 
"ride'' there was no stopping 
me. 

Roller Coaster Rambler is, to 
quote the Python team 'some¬ 
thing completely different": 
totally absorbing, brilliantly im¬ 
plemented and a real treat to 
play. I recommend you buy it 
and seel 


Title: HOLLER COASTER 

RUMBLER 

Publisher: Tyne Soft 
Price £19.99 
Reviewer: John R, Barnsley 


Very welt defined 3D graphic* 
with starting explosive effects - 
the audio cassette is on added 
bonus 


Totally addictive from the 
outset 


A unique combination of flight 
simulator and arcade shoot 4 
em up/A must tor ait shoot era 
up tans! 


Title; SHUFFLEPUCK 
CAFE 

Publisher: Brixterbund/Domark 
Price: £19.99 

Reviewer; John Davison jnr 


trse graphics are fantastic 
being superbly drawn and 
smoothly animated. The sound 
effects are ail sampfed and of 
d very high quality 


^impie bui effective Extremely 
addictive 


thif is Cr game which can truly 
be classed as both challenging 
and tun 



SHUFFLEPUCK 


H owzabout a friendly lit¬ 
tle game of Shuffle- 
puck? Shuffle what? 
This latest release to be distri¬ 
buted through Domark Soft¬ 
ware is a superb interpretation 
of the old classic ’Air Hockey' 
game which used to be the 
rage in arcades in a time long 
since past, For those of you 
who haven't the foggiest idea 
what I'm talking about, the 
basic idea in ’Air Hockey' is to 
hit a 'puck' (with your 'pad¬ 
dle') backwards and forwards 
across a table. The puck glides 
on a thin cushion of air, ond 
can move very fast. The ob¬ 
jective is to score a goal 
against your opponent by get¬ 
ting the puck post him without 
him returning it, 


In Shuffle puck 
Cafe, you have 
stumbled into the 
galaxy's last den 
of air hockey en¬ 
thusiasts, and these people 
take it very seriously! If you 
choose to enter the tourna¬ 
ment you must play against 
each of nine opponents,, all of 
whom have their own unique 
personality and playing style 
The characters range from the 
utter wally called Skip Feeny 
through the mystical Princess 
Benjin and ail the way to the 
supreme champion Biff 
Raunch. Alternatively, you can 
choose to play any one of the 
characters individually. 

Your view of the game has 
you looking down the table 
towards your opponent with 
your 'paddle' in front of you. 
Once the game has started. It 
is the first player to reach 15 
points who is the winner. 


Graphically, the game is 
absolutely superb, The charac¬ 
ters are all wonderfully drawn 
ond the selection screen 
where you choose your oppo¬ 
nent has to be seen to be 
believed? The screen depicts 
the smoky interior of the cafe 
with all of the characters 
around the Air Hockey table. 

I was very impressed by the 
tremendous quality of the 
game. The sound is unusually 
goad, as all of the sonic 
effects and the music are 
sampled. Each Individual 
character makes a variety of 
different sounds, from grunts to 
words of congratulation. 

The game contains many 
very nice touches and proves 
the paint that it is often the 
simplest ideas which make for 
the mast enjoyable games. I 
can highly recommend Shuf- 
fiepuck Cafe'. It is superbly 
presented and great fun. 
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ST GAMES ... ST GAMES ... ST GAMES 


CONTINENTAL 

CIRCUS 


T his latest release from 
Virgin Games is an ex* 
cellent conversion of 
the three dimensional racing 
gome ‘Continental Circus' by 
Talto. 

The Continental Circus con¬ 
sists of a series of eight races, 
each running on a different 
frock in a different country. To 
complete the series and earn 
the right to compete at For¬ 
mula One level you must enter 
the "Circus' and complete 
each stage within a qualifying 
position. Drivers entering the 
"Circus" ore given four credits 
which, if one stage is not com¬ 
pleted. can be traded for 
another attempt starting from 
the same position. 

Your view of the proceedings 
is from behind the car. with 
the road stretching out into 
the distance in front of you, 
Control is very simple, the car 
has a low/high gear shift and 
on accelerator to control 


speed, whilst left 
and right controls 
the car's position 
on the track. 

Having played 
many racing 

games of this type over the 
last few years, l can say that 
whilst 'Continental Circus' is 
not the most original game 
concept it does have a few 
tricks up its sleeve. The game 
immediately attracts compari¬ 
son with the game which star¬ 
ted them all ’Pole Position', 
however this one is not just 
another rip oft. Throughout 
the races you will confront 
many obstacles, as you would 
expect, but added to the 
usual chicanes and other cars, 
you also have to contend with 
the weather I Sudden down¬ 
pours of fain can seriously hin¬ 
der your progress if you are 
not prepared. 

Graphically the game is 
almas! flawless. The scrolling is 



smooth and the backdrops 
and sprites are superbly 
drawn. Having played the ori¬ 
ginal on a number of occa¬ 
sions, this is one of the few 
times that I can actually say 
that the ET version of this ex- 
cellent game looks very close! 
To play the game is treme¬ 
ndous fun and at times can 
be quite infuriating as you run 
out of time about two 
seconds away from the 
finishing line! I really enjoyed 
playing it and I look forward to 
getting further and further to¬ 
wards the final gaol. 

Overall I can safely say that 
'Continental Circus" is one of 
the few excellent arcade con¬ 
versions. Virgin Games are to 
be congratulated 



FACTS 


Title: CONTINENTAL 

CIRCUS 

Publisher: Virgin Games 
Price: £19.99 

Reviewer: John Davison jnr 


SIGHT & SOUND 


Superbly drawn sprites and 
backgrounds with some very 
smooth animation. The sound 
effects are more than adequ¬ 
ate for the game - 


GAMEPLA Y 


An extremeTy playable gome, 
very much in the ckrssic ‘Pole 
Position' mould It is VERY 
addictive 


VERDICT 


A great racing game. Whilst not 
the most original idea ft is an 
excellent development of an 
old favourite 




NORTH & SOUTH 


each encounter 
by comparing re- 
:$|j lative strengths 
and throwing in¬ 
ternal dice for you 
ogalnst a Combat Resolution 


FACTS 


Title; NORTH & SOUTH 

Publisher: Infogrames 
Price: £24.99 

Reviewer: John Sweeney 


SIGHT & SOUND 


Excellent cartoon style 
graphics and animation. Great 
sounds - snatches of tunes and 
weird effects ait over piace 


GAMEPLAY 


Easy to pick up - enough varie¬ 
ty to keep you interested - rVc» 
two-p/oyer game 


VERDICT 


This is the kind of game that 
Defender of the Crown and 
Joan of Arc should hove 
Great fun! 


N orth and South refers, 
of course, to the two 
sides in the American 
Civil War. You move your 
armies across a map of the 
Eastern States, ploying mini 
arcade games whenever you 
want to capture an enemy 
fort or train, and whenever 
two armies meet, if you wont 
some more luck involved you 
can odd random elements 
such as Indians and thunder 
storms. If you want to add a 
little more depth you can 
have reinforcements from 
Europe, who join whoever 
controls the coast. And If you 
would rather play without the 
arcade sequences you can 
turn them off and let the com¬ 
puter decide the outcome of 


Table. 

As if this wasn't enough varie¬ 
ty, you can also play as North 
v Computer, South v Compu 
ter or two players: you can set 
either side to one of three diffi¬ 
culty levels and you can 
choose from four different 
years, to start the game - the 
board is set up to be toughiy 
accurate for that point in the 
war - playing a Southern Corp¬ 
oral against a Northern Cap¬ 
tain Starting In 1864 is NOT 
easy! 

The train and fort arcade 
sequences are almost identic¬ 
al, one player racing against 
the clock across various obsta 
cles, while the other tries to 
slow you down with punches 


and knife throws - simple but 
effective. 

The battle arcade sequence 
is excellent with individual 
control of artillery,. cavalry ond 
Infantry, plus minor terrain 
variations such os rivers and 
chasms - frying to cross a 
bridge under cannon fire Is 
usually pretty suicidal! It is not 
entirely fair as you have to 
take your hand off the joystick 
and press SHIFT to switch be¬ 
tween units, whilst your com¬ 
puter opponent does it all in¬ 
stantaneously! 

Only the French could design 
a Joystick based game for o 
machine with two joystick 
ports and force one player to 
have to use the keyboard! Still 
it does ploy quite well from the 
keyboard! 

North & South comes an a 
double-sided disk - consult In- 
fogrames before buying if you 
are single-sided. 
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>..., ST GAMES ... ST GAMES ... ST GAMES. 


HARD DRIVIN 


T his is a car driving simu¬ 
lation which comes from 
a very popular and 
highly successful arcade 
machine. Simply put it is up to 
the operator to guide a sports 
car which. I am informed, re¬ 
sembles a Testarossa in hand¬ 
ling and general characteris¬ 
tics, around a speed track 
and a stunt track, The control 
for this is user definable and 
can be any combination of 
mouse Joystick and keyboard 
The description sounds easy 
but the game is not so, the 
simulation takes practice and 
skill to find success with which 
makes the game very addic¬ 
tive. The speed Track te well 
presented with fast bends and 
all the attendant problems of 
a race track, together with 
oncoming traffic’The main aim 
is to obtain the fastest possible 
time and eventually qualify to 
race with the computer car in 
pure silicon excitement. 


The most effec¬ 
tive part of the 
game is the stunt 
track which needs 
very careful and 
skilful driving, from 
the in cabin behind the wheel 
view all the various problems 
became frighteningly real. The 
bridge with a hole In the mid¬ 
dle that needs leaping at no 
more than 60 mph is tricky but 
the real eye opener is the loop 
the loop which needs a mini¬ 
mum speed of 60 to negotiate 
while steering an a spiral and 
eventually being upside 
down The cockpit view is 
more effective than many 
flight simulators. This together 
with strong spot effects and 
good title music promises to 
make Hard Drivin one of the 
games of the 90's. 

Graphically the scroiling is 
smooth and fast and although 
some oncoming vehicles look 
a little blocky the effect is 



strong and realistic. I found 
that using the option tor Auto¬ 
matic gears and the mouse as 
steering wheel and accelera¬ 
tor provided the best control 
mix. in the early stages the car 
feels difficult to handle but 
even when dreadful mistakes 
are made the action replay 
helps the player to identify 
and correct mistakes. I en¬ 
joyed the feeling of satisfac¬ 
tion at negotiating the bank¬ 
ing at over 100 mph with as 
much anti-skid control as pos¬ 
sible, Once the racing stage is 
realised then the computer 
car will improve at the same 
rate as you so leaving every 
race a challenge. I cannot re¬ 
commend this one highly 
enough. 




Title: 

HARD DRIVIN 

Publisher: 

Domark 

Price: 

£19,99 

Reviewer: 

Damon Howarth 


SIGHT & SOUND 


the apsflJnj credits ore audibly 
and visually strong. the spot 
effects impeccable and. aside 
from blacky oncomers, me 
graphics good 


GAMEPLA Y 


Exciting, user definable, and 
engrossing, well worth the time 
it takes to master 


VERDICT 


This is a must far anyone who 
wants to try risky driving without 
hurting their rw-ctotou bonus or 
their bodies! 




it's OK, but I prefer something 
with easier early stages, 


DOGS OF WAR 



Y ou are a mercenary 
soldier, available for 
dangerous and violent 
work any time, anywhere, A 
number of missions have been 
offered to you for varying sums 
of money Having selected a 
mission and bought your awn 
weapons and ammunition you 
then have to stay alive as long 
os possible. On completion of 
one mission you can then go 
on to choose another, collect¬ 
ing large amounts of money 
for your violent deeds, thus 
making yourself a very rich 
mercenary in the process I On 
completion of all of the twelve 
missions (some hopes!) you 
are given the chance to join 
either the Regular or Salvation 
armies! 


In appearance 
this game is very 
much like Com¬ 
mando. It's a 
scrolling shoot 
’em up where you control 
your man, who has a number 
of chosen weapons at his dis¬ 
posal, To complete your mis¬ 
sion you must find your target, 
determine what you have to 
do to accomplish your task, 
and - stay alive I fcasy? You've 
got to be kidding! 

Each successive go involves 
you first selecting your mission 
and then selecting your 
weaponry so that you have as 
much firepower as your 
budget will allow, You are 
then transported to the part of 
the world where your mission is 
to take place. Approximately 
five seconds later you will 
have been blown to smithe¬ 
reens. squashed, battered, 
and shot by every member of 


whichever revolutionary group 
you ore sent to overpower! 

Graphically the game is quite 
impressive. The backdrops 
and menu selection screens 
are all very well drawn and 
give the game a very high 
quality look. The actual game 
screen is also well drawn and 
it scrolls by very smoothly. The 
sonic effects throughout 
sound sampled and are again 
of very high quality. In terms 
of presentation I find it difficult 
to fault the game, The only 
problem is that It Is too dam¬ 
ned hard! When ! first played 
the game I appeared to 
spend the majority of the time 
assessing the pros and cons of 
the weapon selection screen 
rather than In the game itself 
ft seemed as though I was 
being killed oft os soon as i 
started! If you find every other 
game too easy, give this one 
a go! 
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DVENTURE 





T he end of on era! Alter providing so 
much entertainment (and trust ra¬ 
ti ont) to so many adventurers for so 
many years (15 adventures in 7 years to be 
precise - Erik the Viking never made it to 
the Atari!), Level 9 have decided to move 
on to other types of games. 

So, Scapeghost is their final offering in the 
traditional text adventure style (with pic¬ 
tures on the ST) and they have certainly 
gone out in style. Scapeghost is an excel- 
lent game which will provide alt adventur¬ 
ers with many hours of perplexing enjoy¬ 
ment. 

The plot is slightly offbeat. In most adven¬ 
tures you have to expend a lot of effort in 
avoiding the various horrible deaths that 
await you at every corner - in Scapeghost 
you don’t have to worry about dying at 
all, you start off the game already dead! 

As you watch your funeral you realise that 
you have been given a second chance at 
thwarting the drug dealers who murdered 
you - all you have to do is develop some 
spectral powers and employ them in a 
number of clever ways. 

As the mourners drift away and you start 
exploring your surroundings you will find 
that being a ghost does have some rather , 
awkward limitations - like not being able 
to pick up simple objects for a start! (Hint - 
try some weightlifting to build yourself up 
- but start VERY easily!) Once you have 
mastered this you will find you can still 
only manage one object at a time, but the 
game is so well designed that this is not a 



Publisher: Level 9 
Price; XL/Xt 

cassette/disk £14.95 
ST £19.95 

Reviewer: John Sweeney 


problem - just type 
RUN TO OBJECT 
and the game will 
remember where 
you Left it and take 
you there in a 
matter of seconds. 

The game comes 
in three parts as 
usual, to facilitate 
loading for those 
who only have 
cassette - and the 
usual caveats 
apply - excellent 
as it is you can't 
expect a perfect 
parser and vocabulary from a game desig¬ 
ned to run in only 64K! But Level 9 seem 
to squeeze more in to that 64 K than any¬ 
one else, so the adventure is still very en¬ 
joyable and fun to ploy, especially since 
they have still managed to squeeze facili¬ 
ties like KAM SAVE/RL5TGRE and UNDO 
(the last move) even on the 800XL! 

Part One is set in the cemetery and is 
mainly to do with recruiting enough of the 
other ghosts so thot you can slow the drug 
gang's plans down. In Pari Two you gain 
the powers to heat and cool things, reach 
through things and summon the past. 
These form the hosts for some nice little 
problems to solve as you haunt the gang's 
old hideout looking for dues with which to 
bring them to justice. And in Part Three 
you find you can bend metal, charge 
things with static or even manifest your 
ghostly presence to the mortals you en¬ 
counter. All bf which you will need to use 
in order to rescue an old colleague and 
help the police to finally catch the villains! 
Most of the game is fairly straightforward, 
and in the first port you get lots of hints 
from a friendly old ghost called Joe, who 
follows you around and lends a helping 
hand whenever you can work out what is 
it you want him to da. The game oozes 
atmosphere and humour - I loved it when 
Joe wandered off muttering something 
about ‘stack overflow 1 when I tried to give 
him too many commands at once! (Better 
to use FOLLOW ME than trying to per¬ 
suade the ghosts to go somewhere and 
wait for you!) The sections get progressive- 
ly harder and Part Three has some in¬ 
teresting challenges. But, never fear, Level 
9 have the best hint sheets in the business. 
Even if you don't need any help it is worth 
sending off for your free clue sheet, it is 
packed full of background information. 


SCAPEGHOST is 
available on both 
XL/XE and ST 
- pictures from ST 
version 

jokes and red herrings, not to mention 
hundreds of dues! 

For the extra money on the ST you get 
more text, allowing scope for a little more 
atmosphere and a few extra jokes, com¬ 
mand recall/edit, variable text si/e and 
same excellent pictures. 

Good luck to Level 9 in their new ventures 
-1 am sure that they will be just as enjoy¬ 
able, albeit in a rather different format to 
that which so many of us have come to 
know and love over the years. 

• GAMEPLAY - Standard text 
adventure with lots of good fea¬ 
tures, Very' fast response times on 
all machines. Good plot. Well 
implemented 

• GRAPHICS - ST version has 
hand-drawn, atmospheric ; scroll¬ 
ing pictures 

• SOUND - none 

• VERDICT - Another winner! 
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ST GAMES ... ST GAMES ... ST GAMES. 

^hTHE roundup^_ 

At this time of the yea there ore olwoys o lot of releases tor the 
ST and it Is impossible to review them all. Here Damon Ho worth 
and John Davison Jnr take a quick look at the games received 
since the last issue which didn't quite make a full review 


JOE BLADE 


SMASH 16 £4.99 

Th*$ is one Of the new budget lines that are 
now op®soring and is a re-release of a game 
mat wo® wen thought of some time ago. The 
game is still as entertaining and fresh as it was 
at full price, and consists of guiding the hero to 
rescue hostages from the enemy and also dis¬ 
mantling time bombs through a tricky sub 
game needing letter ordering in the style of 
Impossible Mission. The game is humorous and 
absorbing. Certainty worth £4 99. 

GAME PLAY: Srmooth and entertaining, with few 
problems in any department, a joy to play. 

SIGHT AND SOUND: Good Cartoony graphics 
add to the atmosphere white spot effects and 
the countdown effect add to tho tension while 
problem solving. 

VERDICT: Still quite different and well worth 
buying if you did ngt obtain the original Highly 
recommended 

m 


COMMANDO 


Elite £19,99 

Commando has always been very playable 
and th s latest incarnation is no different. A very 
satisfy ng blast. 

SIGHT AND SOUND: The graphics are small and 
colourful with some very smooth animation and 
scrolling. The sound could best be described os 
'unobtrusive' as you don't really notice it unless 
you make □ point of listening. 

VERDICT: Another game dragged from the 
past However it was vary popular and has 
always been quite a favourite of mine It is 
presented well and my only quibble is the 
price, it is for too expensive 

JD 


FASTLANE 


ArtroniC £19.95 

An Interesting gome, which could be de¬ 
scribed as a simple racing simulator, that invol¬ 
ves much more skill than most driving games. It 
*S Surprisingly playable after a while. 

SIGHT AND SOUND; The graphics ore not the 
most impressive I've seen, but the use of pers¬ 
pective is very good. The animation Is very jerky 
and me screens are quite dull. The sound is a 
horrible monotonous droning. 

verdict: it's not bad. but did nothing to im¬ 
press me at all. It is a reasonably accurate 
driving simulator, though 

JD 


SPEEDBOAT ASSASSINS 


16 Blitz/Masteiifonic £4.99 



This as far as I know is a new game for this 
budget label. It comprises the player taking a 
small but beautifully armed speedboat into 
various ananny harbours and then, with Ihe did 
of a helicopter neutralising them. The game 
allows player configuration of the controls and 
is most challenging. Controlling the boat is not 
easy and if took me o long time even to start 
the first level proper. 

I am not sure whether this makes the gome 
off-putting since the restart can become wear¬ 
ing after the umpteenth time in five minutes 
The combat seauences are adequate and fair¬ 
ly fast, avoiding bullets and mines >s a Skill fhdt 
takes a great deal of acquiring. 

GAMEP1AY: Possibly too difficult, otherwise ev¬ 
erything is very responsive to the controls. 

SIGH! AND SOUND: The backgrounds, are not 
exciting but the movement is smooth, sound is 
of ddequate standard with apt bangs and 
crashes 

VERDICT: Not bad for a cheapy. it is nice to see 
a new game rather than a rehash, but I did not 
particularly enjoy it. 

DH 


ROADWARS 


16 Blitz/Mastertronic £4.99 

Another old game brought back at o cheap 
price, I seem to remember thqit this was in¬ 
cluded in one of the gome packs that went 
with STs some time ago. The game is one Or 
two player in competitive co-operation. It is 
your job as a pilot of □ Battlesphore to clear 
ihe space roads of unfriendly technology on a 
rolling rood it is vital that your partner main¬ 
tains some co-operation although in the bonus 
stage it is advantageous to destroy your part¬ 
ner so beware of dirty kicks. On the whole an 
entertaining diversion. 

GAMEPLAY; Slick and well produced, possibly 
the cheapest two player game about, 

SIGHT AND SOUND; Good smooth scrolling with 
brig hi colours and a pleasant ditty along the 
way, this game does not show its age at all. 


VERDICT: Never one of my favourite games but 
perhaps the cup of tea of newer owners,, the 
price makes It attractive and a fair buy. 


OH 


KELLY X 


Mastertronic £4.99 

A monotonous and boring gome based on 
one of the oldest themes ever! Sheet the 
spaceships as they fly past you in space - that's 
an there ® to It. Ugh* 

SIGHT AND SOUND: The graphics appear to be 
quite clever at first. P&ng of the solid three 
dimensional variety. However. They are nothing 
very special, The sound, an the other hand, is 
downright dreadful 

VERDICT: Not bad for £d 99, bul somebody 
somewhere must have a slightly more adv¬ 
anced imagination! I da hope it starts o trend 
price-wise and inspires other writers to produce 
something better at the same price. 


JD 


JOE BLADE 2 


Smash 16 £4.99 



Another of the budget re-releases, this time Joe 
is trying to clean up a crimino! City in a kung fu 
version of his original adventure. The same for¬ 
mula is apparent with the sub game revolving 
around ordering numbered tiles instead of the 
alphabet. This game does not have as much of 
the appeal of the ong nql and at times it de¬ 
monstrates some attribute problems since 
blows do not seem to land where they 
should- 

GAMEPLAY: Not quite as slick as the original but 
still on entertaining romp, beware of the 
dustbins! 

SIGHT AND SOUND: The graphics are different 
and Joe has become leaner otherwise they 
are of the same standard as the original, as are 
spot and musical effects. 

VERDICT: Not as good as the original, although 
still a bargam at the price. If you liked Joe 
Blade fhen this should go down fine. 


DH 
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telephone number (If you have one), any 
particular requirements the program has 
(1 meg memory, two disk drives, three 
eyed green space alien sitting on the moni¬ 
tor etc.) and finally please tell us what the 
gome was called in it's 8-blt form. 

All entries will be judged by myself and 
representatives from the companies sup¬ 
plying the prize's, The closing dote is 
APRIL 25th so you hove THREE MONTHS 
to come up with an 8-bit classic clone and 
remember it doesn't matter how good the 
game is, if it's late your entry will get 
buried at the bottam of my filing cabinet 
and won't surface until I clean it out!I 
Obviously it some cosmic catastrophe 
occurs the prize list may be subject to 
(very) minor alterations, but if all goes 
well some lucky person is going to have a 
very large parcel plonking itself on their 
doorstep some time in May. 
just in case you are a first time computer 
user and you haven't the slightest idea 
what I'm talking about when I refer to 
8-bit classics (I hope you enjoyed your 
holiday on Mars!) I'll give you some idea's, 
My personal favourite 8-bit game is Mr Do 
(but don't let that throw you because E'm 
not the only judge!) but there are also 
Space Invaders, Pucman, Manic Miner (an 
old Spectrum game), Berzerk, Missile Com¬ 
mand, Asteroids, Sabre Wolt. Lode Runner, 
Jetpac: and a myriad of others. Remember, 
we (the judges) are not Looking for innova¬ 
tion and originality, just a good old 
fashioned blast from the past rewritten in 
STOS. 


S ince the last issue you may have 
noticed that guile a few new STOS 
products have been released, some 
of which may he reviewed elsewhere in 
this issue. To mark the launch of these 
products 1 am proud to announce, in con¬ 
junction with Shadow Software (creators of 
Sky strike Plus) and Mandarin Software 
{you know who they are don’t you?), a 
competition which could mean fame and 
fortune (well, fame anyway!) for one or 
more Lucky readers. 

To become rich and famous all you have 
to do is recreate a classic 8-bit game,, the 
only stipulation being that you use STOS 
to write the clone. The FIRST PRIZE is a 
pat on the buck from me and what could 
tie called a STOS programmers pack, 
which includes STOS MUSICIAN. MAES¬ 
TRO PLUSG, THE COMPILER, SPRITES 
604) THE TOTAL MAP EDITOR 
(TOME), and MINI OFFICE PROFES¬ 
SIONAL (COMMS, SPREADSHEET AND 
GRAPHICS) worth over £200! SECOND 
PRIZE is a copy of GAMES GALORE, SKY- 
STRIKE PLUS, LANCELOT, TIME & 
MAGIC and MAESTRO (not the Plus ver¬ 
sion!). Finally THIRD PRIZE is geared to¬ 
wards education and consists of the 
THREE FUN SCHOOL 2 PACKAGES 
(under 6 s, 6-8s and over 8's). Everybody 
who enters will gel a copy of my STOS 
public domain educational program called 
Treasure Search which features digitised 
speech, high quality graphics and a very 
strange pair of feet, 

After the competition is over all games 
entered will be put into the Page 6 and 
STOS Club public domain libraries, this 
will allow other STOS users to study and 
enjoy them, If any of the games are consi¬ 
dered to be so outstanding that they wipe 
the floor dean with the S-bit game they 
are trying to emulate there is the possibil¬ 
ity' that they could be marketed by Man¬ 
darin or Shadow Software so if you want to 
see your name on computer screens all 
over the globe get programming now and 
send your entries to me at the usual 
address (at the end of this article), and 
don't forget to include your name, address, 


A super new 
programming 
competition 
with over £200 
worth of prizes! 


A new input 
routine 


News of 

upcoming 

products 


A type-in light 
synthesiser 


BETTER ON THE AMIGA? 


Big news, AMOS (the Amiga version of 
STOS) should be in the shops any day 
now. I have had the privilege of following 
it's development {thanks Richard!) from a 
mere word processor mock-up to it's cur¬ 
rent state which (in my humble opinion) 
makes STOS (or any other version of 
BASIC) look antiquated and useless. It has 
the raw power and speed of Assembly lan¬ 
guage and combines it with the eloquence 
and simplicity of BASIC I will do a page 
long overview of the whole package in the 
next issue. Why?. I hear you ask. Well, 
because AMOS will be the foundation for a 
new version of STOS (provisionally called 
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ST OS PLUS) that should be ready by the 
end of this year, although in the constant¬ 
ly changing world of computers this dote 
may be a little optimistic, 1 leave it up to 
Francois Lionet and the rest of the develop¬ 
ment team to prove me wrong {please!). 


THE SHOPPER SHOW 


This column uis being written fust after 
the Computer Shopper Show finished in 
London Last November (all contributors to 
the magazine hove to hand in their col¬ 
umns and programs well before publica¬ 
tion), if you could not make it to this 
remarkable event I’ll te]] you what you 
missed, |ust about eve rvbody involved 
with STO-S turned up, so you could have 
chatted to Aaron Fothergill (author of Sky- 
strike Plus and TOME), Adam Fothergill 
[Aaron's brother who draws all the 
graphics for Shadow Software's products), 
Stephen Hill (author of the STOS manual 
and the new STOS book for advanced 
users), Simon Cook {author of the winning 
entry in Mandarin's STOS competition), 
Richard Vanner and Christopher Payne 
(Mandarin's Sky strike addicts), Sandra 
Sharkey (famous freezer owner and orga¬ 
niser of the STOS public domain library) 
and Of course me, 

Richard Vanner spent most of the day 
demonstrating various new STOS products 
the most amazing of which was STOS Vidi 
(watch this space for a review) which could 
be seen digitising scenes from the film 
[RON in real time using a ten line prog¬ 
ram. Simon took bought -along the very 
latest version of Cartoon Capers, the one 
or two player beat ’em up structured just 
like a classic cartoon involving a cat and 
dog slogging it out in front of wonderfully 
colourful backdrops, the graphics are real¬ 
ly cute but Simon assures me he cannot 
draw that well (I wish I couldn't draw that 
well’f), The game contains some excellent 
speech {or should that be screams?) and 
should (hopefully) be in your shops round 
about now, The interesting thing about 
Cartoon Capers is that Mandarin are 
bundling it with a new STOS extension 
that allows owners to read BOTH joystick 
ports (rather than one mouse, one joys¬ 
tick). Sandra Sharkey supplied me with 


some new STOS public domain software 
including another upgrade that maintains 
compatibility with the new version of TOS 
[for the STE) that i$ about to be released, 
check out the Page 6 library for the very 
latest word In all public domain software. 

SOLVING SOME 
SOUND PROBLEMS 

Hands up all of you who have had prob¬ 
lems playing 5khz Maestro samples in. 
your compiled programs, nasty isn't it! The 
solution is quite simple and relatively 
painless, fust follow these simple instruc¬ 
tion 5 - 

1) Root the backup of your STOS 
language disk, 

2} Insert the backup of your Maestro 
disk and load the program called 
"INSTALL. BAS" 

3) Type POKE START(11}+$ 179f,4 

4) Save the corrected copy of 
"INSTALL.BAS' onto you Maestro 
backup disk. 

5) Run the program and re-install the 
Maestro extension onto your lan¬ 
guage and compiler disks. 

You should now be able to compile prog¬ 
rams using Skhz samples without those 
wonderful bomb's appearing when you 
run them. 


MUSIC 

WHILE YOU LOAD 

Have you ever wanted to play interrupt 
driven music to keep the player amused 
while loading the next part of your latest 
mega game? The secret is in hgw you 
manipulate STOS commands, the interrupt 
music system is programmed to stop while 
executing some of the STOS commands so 
these must be either executed before you 
start your music or just avoided altogether. 
The commands to avoid are LOAD, RE¬ 
SERVE, and ERASE all of which cause STOS 
to shift memory about. So if the LOAD 
command is amongst those you cannot 
use how do you read files from disk whilst 
ploying music? Easy, fust use this com¬ 
mand to save the hanks you wish to load 

RSAVE bunkname.bnk", START 
(num) to START(num)+length(num) 

where num 1 is the bank number and 
hankname bnk J is the filename of the 
bank. To incorporate these blocks of mem¬ 
ory back into your programs you must first 
reserve space for them at the beginning of 
the program, then to load them while the 
music plays use 

BLOAD "bankname.bnk", START(num) 
continued overleaf 


i£J f.tty &ft ■ cur* -off : hid* *r-i : rj.aa.l-. f j »ad* p 
2D 0, 12 : ■ LOADING MUSIC AND imiTErS" 

load. ‘^uaiD. ml*." 

40 1dad "ataj ma1 *i.mbk' 

5Q * ^11^1 h( 1 } : '"-friTi f INC- STZi‘ m m a 

*□ ad Udr-k * T *12*: t besetrve 45 sracf fo* later 

70 flUlic at’. ! HUald 1 

90 locste □, 12 r orlnt *PKet(H} : t oantr* ‘SAVINg AM J UAL SI. HEK TO T€ i t. rnk " 
W ‘TCST.flffc". *tJ»r-E (l} to ltlrt(l]4KK 

1UO iacat*- 0 , 12 i tw-lh* apneafC 3 ^!e : ‘LOAOIWS TltT. SHK' 

11D "TltST.nNH 1 , ItBrt(A) 

12D l«atf □ , 12 T print met* c 4, s 'JIHPLE ISN'T IT-?" 

130 +ntJ 


Music while you load - simply and quickly! 
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1 rrm ********** YES/«0 BY P . J. MIC*H*N 
lO k.*> Off i mod* 0 
BO P*lt«+11»' YES" : HO!' 

3D FAJlM«*-"Ck> You Lik* TYkti- ■ PARWU(t-"W« 11 >■ Proflr™? 

40 t»*Ut> 50DC3 . , t u ^ * 

■M tf not LANSWER5 thm print ‘Nn,*r- rlIrvd *5** pj-lnt ,fi*nk lou 
f,D 

m : 

&[> 7 

i.999 rtB ■"*">*► *-*^* U 1 ndrvu routine- "■»**** ■ 

IDtMJ XI-JQ s X2-X1+1I : Y-9 : XS-T : YS“5 i APj^WEF-n 
W10 change mX>U** 2 r 

SGM lt*tt mu** X1*S. Y*a to fWB*XS-al”ft T (Y*YS-4) 3 
5030 vindoMA j, Q* □. Ml, i. 2 
1040 t*otre FAftAHJI 7 tdowi 1 **rttr-e p*n*rt4t 
1 

lOW winducen 1, XI. t, XS, *3. 2 i cur* oft : print : fr-int F*n*n * * ’ 

5020 uin*fP*n 2, S3, Y, XS. YS. Z 3 cur* oYf . print : print 

loan *at zone 1, Xl'B. t*B to [Xl+X,BJ*fi. 

SOTO let inrrt Bp sei^a, Y-i to (XB+xaJ'a. tx*Ys)*a 

sioc 1 

5110 TE.TSP 1 TEHP 2-0 
5120 repent 

4140 TEH-P-ironettJ] ■ TCHP2-HK*^** key 

1140 tertUi titnFMJ and tfmfb-iJ 
5150 ; 

51*0 if TEMP"1 then AMSUER^-1 
5l?tJ wind*! 1 * uindei 2 7 vlndel -5 7 limit sprite : reset zor*e ; chor-Be mou*e 

1 

JiLSO return 


Program 2 - a window routine 


If I have lost you during that explanation 
type in Program I following these instruc¬ 
tions 

1 ) Format a blank disk and use GEM to 
copy two memory banks from your 
accessories backup disk called 

' MUSIC L M BK" and " AMMALS1. M MC 

2) Boot your STOS backup disk. 

3) Type m PROGRAM I and save it to 
the disk with the copied accessories on 
it. 

4) Run the program, watch the drive 
light and listen. 

HOW IT WORKS 

LINES 10-20 dear the screen and prints a 
message to tell you what is happening 
LINES 30-40 load the music and sprite 
banks into memory 

LINES 50-60 place the length of the sprite 
bank into the variable 'SIZE' 1 and then 
reserves a databank that will he used to 
contain the re-saved sprites 
LINE 70 starts up the music 
LINES 80-90 print a message and then 
starts to save the sprite bank using the 
BSAVE' command 

LINES 100-110 print a message and then 
loads the saved data into bank 6 r all while 
the music plays 

h is quite possible to save sprites, music, 
screens, even digitised sound in this man¬ 
ner, it r s easy and it allows you to have 
music playing along while they load, Isn't 
STOS great? 

PROCEDURES? 

I started programming in BASIC when 
ZXflO s were the vogue but in the past five 
years I have been using PASCAL on IBM 
(wash your mouth out with soap) compati¬ 
bles, the beauty of PASCAL is that it allows 
the programmer to construct procedures of 
often used routines that can be saved and 
included with the main program when it is 
compiled, Any procedure could be then 
executed by typing Lt r s name, STOS does 
not have procedures, but it does have sub¬ 
routines which can do a similar job, In the 
last issue 1 presented a replacement input 
routine for you to use and this issue's 
useful subroutine is a little window routine 
that uses the mouse to select one of two 
possible answers (in my example, PROG¬ 
RAM 2, I have chosen YES -or NO). It's 
quite simple to use, all you do is include 
Lines 5000-5180 in your awn programs, 
put your choices in the variables 
PARAM1J and PA RAM 2 J and put your 
question in the variables PARAM3J and 
PARAM45, then do a GOSUB 5000, 


HOW IT WORKS 

LINE 10 dears the screen and moves to 
low res 

LINES 20-30 set up the routines parame¬ 
ters 

LINE 40 calls the subroutine 
LINE 50 prints "NEVER MIND" if the right 
hand window is clicked, otherwise it prints 
"[HANK YOU" 

- LINE 5000 sets up the positions of the 
windows, XI is the x start of window I, 
and X2 is the x start of window 2, XS Is the 
width of each window, VS is the height of 
each window 

LINES 5O1O-5O20 change the mouse 
shape and limits it's movement to a cer¬ 
tain area of the screen 
LINES 5030 5040 open window 3 and 
print the message contained in the vari¬ 
ables PA RAM 3$ and PARAM4S 
LINES 5060-5070 open the two small 
selector windows and print PARAM IS and 
PA RAM 2 S in each one 
LINES 5080-5090 puts a zone around 
each selector window so the mouse's pre¬ 
sence can be detected, I have used the 
formula *8 rather than the XGRAPfilC 
and YGRAPH 1C commands because these 
only return coordinates within the current¬ 
ly selected window. If I had set up the 
zones before opening the windows these 
commands could have replaced the *8 
formula 

LINES 5110-5140 wait until the mouse is 
over one of the windows and the left but¬ 
ton is pressed 

LINES 5160-5180 set the variable 
ANSWER to 0 or -1 depending upon which 
window was selected,, dear the screen and 
then returns from the subroutine 


If you like the program perhaps you could 
improve it by using the XGRAPHIC and 
YGRAPHIC commands together with the 
DIVX and DIVY commands to create a 
version that would work in any resolution, 
if you do then send it in I'd love to see it. 

A MINI MINTER? 

The third (and last) program for this issue 
has been sent Lo me by James Tetlow, who 
has written a simple (but interesting) 
demo inspired by Jeff Winter's Trip-A-1 ran. 
The instructions for this program are quite 
simple, after typing in the title of your 
masterpiece moving the mouse around 
will produce spectacular patterns, selectiny 
F1-F8 will change the colour palette and 
pressing the right mouse button stops the 
program drawing and starts the colour 
cycling routine 

HOW IT WORKS 

LINES 110-140 set up the display 
LINES 150-160 ask the user to input a 
title for the work of art that he/she is 
about to create 

LINES 190-2OG set the text colour to 
black (the same as the background) and 
prints the title which is contained in the 
variable TJ 

LINE 230 creates a enlarged copy of the 
invisible text with the ZOOM command 
and puts it onto screen TO 
LINE 240 copies the giant title to the 
current screen. 

LINE 280 sets up a new colour palette 
and makes the giant title appear instantly 
by changing colour 1 from black to red. 
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LINES 320-340 set up the initial variables 
for the drawing mu line 
LINES 350-360 these are the interesting 
lines which draw the pattern on the 
screen, try changing the values to achieve 
different effects 

LINES 370-420 check the mouse keys and 
lump to the appropriate line accordingly 
LINE 45G cycles colours 1-15 (the STOS 
default) with a delay of 3/50ths of a 
second 

LINES 490-520 change the palette and 
continue the colour cycling depending an 
which F'KEY you press 
LINES 550-630 make up the subroutine 
which changes the colour palette, play 
about with the values to produce your 
favourite colour .scheme 

BYE BYE 


That's about it for this issue, my thanks 
go to Richard Vanner at Mandarin and 
Aaron Fothergill of Shadow Software for 
the generous offer of prise's for the com¬ 
pel] bon, and a iso to Purple PD (an Amiga 
public domain l ibrary') for the great prog¬ 
ram that allowed my Amiga to read ST 
disks, a utility which I used to great effect 
in transferring some STOS stuff to AMOS, 

[n two months time I should he able to 
review STQS Vidi ST, STOS 3D, Stephen 
Hilt's new STOS hook. STOS musician and 
any other stuff that had not winged it's 
way to me by this issue's deadline, On the 
programming side I should (if all goes 
welli!) be presenting a few new scrolling 
demo's, another useful routine and some 
utility programs. 

just a quick reminder, before I go, about 
the STOS CLUB. If you wish to join, it casts 
£10 for six bi-monthly issues and really Ls 
pretty handy. Membership allows you ac¬ 
cess to a STOS telephone helpline and 
other useful things. So if you need a STOS 
‘fix' between issue's ol New Atari User send 
a Cheque or Postal order for ten quid 
made payable to "Aaron Fothergill (STOS 
CLUB)’ to the following address, and don't 
forget to include your STOS serial number, 

STOS CLUB 
1 LOWER MOOR 
WHTDDON VALLEY 
BARNSTAPLE 
N+ DEVON 

EX32 8NW 

Lots of people have been sending me their 
programs aver the past couple of months, 
all of your contributions are very much 
appreciated. I'm planning to do a major 
rewrite of the INFDATA and OUTDATA 
accessories to include all of your useful 
additions (some of which dash at the mo¬ 
ment) but soon ]t will be possible to save 
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*70 i 
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490 r*fk«ry 
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S7D If F-3 thfo fade 3, 
*370+ *470, 1570+ *670, 

580 if k»4 then 3-, 

*717, *727, *737, *747, 
39D If F«5 then fade £+ 
*71J, *722, 1-713, *7**, 

600 If 7*6 then 3 . 

**□3+ *502, 1-601, *700 
610 if F»7 then fade 3. 
1616, 152E, li 34 , * 343 , 

62D if F-fi then fade £+ 
*32. HI, *70 


*O t *1, *2, *3+ 14, * 5 , * 6 , 

*0, *100, *200, HDD, 14 DO, 

*750, 1760, 1770 

ID. *10. *20, *30, *40, *3D 

*770 

*0, * 1 U 1 . * 202 , 1303. *404, 

*757, *767, *777 

*□, *100. *200, *500+ lAOa, 

*755. *766, *777 

*0, 11, *2, 13, *4. *5, *h, 

*0, HOI, *202, 1303. *404, 

1252+ *169+ *70 

*□, *1, *2. *3, *4, 15, 16, 


*7, 17, 11137. *207, *307. 


*300. 

1600 , 

1 7DD 

. *7Dq. 

*60. 

*7ft. 

*70, 

11 70* 1270. 

• BOS, 

1606 , 

1707 

. 1707. 

>500, 

1600, 

*700 

i 1700+ 

*7+ *7 

, 1106, 1205. * 304. 

• 305, 

*606. 

1707 

, *707. 

*>. 17 

. *16 

, *25 

. *34, 443 


■630 Clear key j rttur'ft 


partially re-entered data as well as at her 
fab additions, If you wish to send me any 
programs for the column or PD library, or 
if you hove any nasty problems with STOS, 
] can be found typing away at (he address 
below. Any disks you send will be returned 
as soon as possible but please remember to 
include an S.A.E- if you wish an ultra 
speedy reply (James Tetlow was amazed by 
the letter he received 4& hours after writing 
to me!!). 

The address is 

PETER HICKMAN 
36 CLEVERLY ESTATE 
WORMHOLT ROAD 
LONDON 
VVI2 OLX 


NEW STOS PD DISKS 

A nunsbEi ol new STOS public domain di&ks are 
available lrdm ouf Actes&ory Shop Mils Issue In¬ 
cluding the tol lowing 

STOS STE FIXER: Enables STOS la run properly 

on |he STE. Also includ&E vfirsridn 2.04 update 

STOS MAESTRO SAMPLES: Twenty emnrteit 

simples ready tn us,c in yeiur programs 

STOS TYPING TUTOR: k brilliant and tong 
needed, typing tutor with many, many raniities. 
Bath Basic and damp lied versions are an lire if isle 
so STDS is not required !□ run Ihe program 

Alt dish are £2.95 each. Orders sbauld to sent la 
PAGE fi, P.O. Boi 54, Stafford. &T1& l&ft or credit 
card orders can be accepted an 0785 2T392B. 
Further details at these disks ate in Pur tsfue *2 
Updata leaflet, available on requesi. 
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RACK ICC! I PC Only these issues 

UnV-IX UJUtj are now available! 


ffjJf E 6 t ba< ; k tS9USS represent an excellent way of Increasing the 
rJi ¥ ,r:L° f y * ur M ? ri £ l+h aj1lc,es (O »hllglitlm you, programs to 
S P DMt s “ Hw i re Almost all of the conieni 

are Ss fre ® h and felevant today as when they first 
appeared. Disks are available for all Issues, containing ail the S-bit 

ej2E\TE •?!* i aue r0ady to mn ’ and th«7oCTcluSe 

bonuses not found In the magazine. 

ESEEIMThe following issues are SOLD OUT 

All prior to Issue 21 and issues 25, 26, 27, 2S, 29, 30 and 35 


L'fflV LIMITED SUPPLIES 


have less then TEN remaining copies 
copies ° ™" f0, 0wm ® J * 5ues ar »d suggest that you phone If you want 

Issues 22, 23 and 24 

This could be your last chancer 

mas$iye sur vey on all the WARGAMES available lor 
the 3-bi Atari heads this issue which also Includes a areal tvoe-in 

rBSTraCFOBV^ntaS 1 ^ ° R , ICI ^ L STNTH ° ,har «*A«* iSffiL 

BOWL TH4P * ,*T aC io. ed " 0r snd a chaltonglng game called 
howl TRAP A feature on SSI, more Tutorial Subroutines a lend 

anVTHE°DUNGFOk| VE r ENDrNG STOHV? r * vrews ot RQADWAR 2000 
bft J HE ou NGEON plus many more are also in this issue. ST SEC- 

S? S0MlM Qn ST programming begins with a look at sound 
and the ST reviews section Includes IMG SCAN, BASE TWO TEMPUS 
and many more. w 



DISK AVAILABLE * All the extra files for ORi- 
GINAL SYNTH set up ready lo run plus others 


ISSUE 32 


I ^K - whI t 5, Car 1 gariw f0r B ' bil U9ers ™ lh ^r umnspir- 

L W _r ST P 1^ S & two P la V er 9*™* of TENNIS and a GRAPH MAKER 

YOUR atari".J ? 9 f rirTtor - A new series starts on EXPANDING 
snimaw^S tl J BP ? * an MB ** l * n t program'tulorlal On BUBBLE 

oosuf' Do5eLFR m sn M H de PAWN ' * UILD THIEVES, SPARTA- 
DOUBLER and many more, ST users can find out about 

f3o olSInn?™ h F SE ? RETS and can f * fld alJ PboutSS 

r«'° Z ™ p r C SP 0 plus rBvle * s Tanglewood, Defender of 
The Crown, Winter Olympiad* RROSPEHO FORTRAN and more. 

DISK AVAILABLE - DOUBLE SIDED with 
BONUS MACHINE CODE ARCADE GAME cnlv 
on this disk. r 

* Many readers have said this Is our best issue vet with 
an extenslva leature on choosing a printer for your Atari, plus HEAVY 
to itetinsil “P** t VP*i l machine language arcade game. Other type- 

COLOUR TUNEfT £7 sa Am' ? BISIS «* Utilities. 

, * ard SOFTKEY, ihe latter being a Sucer keyboard 

<5=5™ ZESFi C !J flncl . 0ul m ° re ***« PROGRAMMING 

i i h .??? thar artlc,a lr * the series and there are loads of reviews 

5SMS?*iSl GUNSHIP ™* SPECTRUM 5 r2Th”; 3 ™ch 
mere In this issue besides, including some great music for the d-bif. 




DrSK AVAILABLE - including TWO BONUS 
GAMES that are nol in the magazine. 


ISSUE 34 


Ariu»nt.>rirj l e Afl i * DVEN1 \ URE special to delight all fans of Atari 
tSdmu^u Exclusive and extensive Interview with LEVEL 9 two 

ETC S,|“k. EET 1 * 93,7,63 W " i6WS 2 HINTS anS 

advLw ' LS ,dw * ntuf «’* *£*¥ almost every known Atari 
so venture and much more. Olher Items include DAVE T"fi nier-ri 

BV ™e book, tutorial subroSnk,^ sHat® 

*or^UNGEO S NMA.™ IU SS a r0und up * ST w^ntores, a 
flenetol'S h ' n,a »" d -«*i of 

DISK AVAILABLE - Includes TWO BONUS 
ADVENTURES only to be found on this disk. 


ISSUE 36 


— I, . j- Another cracking machine language game from Rauf Lav 

=™™ w» heacbanger, a i a 9 0 tJJSSSESEmml 
a0X and SYNTH li to type in. MAPPING YOUR ADVENTURE shows 
you how to succeed In advenlures, 950 SPLIT reveals secrets ahout 
th *. ASP, interface, designer KEYS all D « a yw 'o c^o™ l» thi 

TUR80BASIC f 'r„^ a , , B u B °i^ E 2' S BASIC P lu » » new series en 
tKnOT BAS i C ’ MERAK f GfOconos, Joe Blade and more. For 

the ST we have B BOOT to allow you to boot from drive B STGS 
^viewed, TflIP-A-TRON, SPELL BOOK, SUPERBASE PROFESS tONAL 

AUTOROUTE TfJSr find how to never get lost again with 
autoroute, Ail thts plus much, much more. 



ISSUE 37 


;■■ ■ ■ ■ ■■ ■ Some excellent listings including SCROLLY TEXT EDL 
T^Tasuperb utility for creating scrolling messages on the XL/XE just 

11 ? LASTC0W ’ a f**1 and furious blast 'em 

up, and SUNP LOTTE R which shows you the position of the sun and 
times anywhere in the world. Also FINDER tor searching your prog- 

nK™ 1 ? ^ MA p H,NE COOE LIBRARY and the CASSETTE 
DATABASE. Loads of reviews, as usual, Including Sparta Dos X. ST 

TnS n C Jun"uiuT PSft ’ n th6 M,DJ ***** gnd cove ™a a PROTEXT 
and FLAIR PAINT plus reviews of HEADCOACH (where have you seen 

that reviewed elsewhere?), SPRITE MASTER and a whole host of 
games. Lots more besides. 


DISK AVAILABLE - Includes BONUS program 
UNDER STARTERS ORDERS, a superb horse 
racing game for all the family 



ISSUE 38 



-J - A super educational program, MCQ-TEST, tor revision 

° r 1Uf,J Th ,X MACH,NE CODE library looks at saving anj 
loading memory, a utility Fists a REAL TIME CLOCK for your XL or XE 

E2™ E tJ?5L5L£ SS. aCro,lmg Ttwn are several more 

wfucb R f*® 1 "* and artlcles include THE GAMES THEY 

NEVER RELEASED and more on Turbo Basic. ST owners esn enjov 

POLicf oiikt 8 raVh6Ws of M,NlX ^ FUN SCHOOL 2, 

POUCE QUEST 11 plus loads of games, The MFDIots guide continues 

and John Sweeney looks at KINGS GUEST and LEISURE SUIT LARRY 

DISK AVAILABLE - includes GALACTIC 
CREST A a BONUS MACHINE CODE GAME 
previously released commercially! 


ISSUE 39 


_—_——J - The first type-ln fishing game for ihe Atari. CATCH DAY 
mt^htv^ way wJth MOUSE PARTY and a NUMERICAL CONVERSIONS 
10 t YPa in Other features include PAGE MARSHAL 
5*52™?' MACHINE CODE LIBRARY on Player Missile 
Graph cs plus o ^ course, THE TIPSTER and reviews of ft-bit games 
STAR WARS. The ST section Includes reviews of THE JADE 
STONE and DOMES OF SHA, the Mldlot'i guide to the SEQUENCER 
a new column on STOS PROGRAMMING plus many manv reviews 
including GOLDHUSH and GALDREGON S DOMAIN V 

DISK AVAILABLE - includes PRO GOLF as a 
BONUS. Superb 13 hole action with ail the 
options plus a construction kit to build your 
own course# 

w. “J 1 at Wiut Sublogic, the company that brought Flighl 

*iXfn the Alan ,nclude SR IFT IT, a mind boggling 

ending puzzle game and MEAN MOTOR for faat racing A Smote 

!2i! C ?™L pr i^ ram 19 LEARN TO READ wh ' ch you «n ^sily adapt 
l ^ im P f «ve your touch typing. All these plus the Machine 
fa d th b QVne CaS i S0lte 0a1atl6se ' Th * Tipster end much more For ST 

ARMADA Irf BAm n mrw yPe H n ' h * T * a ™ revleiVs of 

*hs Ztl-s to y ™'*- A,a ° 11,6 ,fnal par1 i6 

DISK AVAILABLE - includes BONUS machine 
language game GRIDWARS 



ISSUE 4 0 



ISSUE 41 


. D — —I- ^ or l e naat 8-bit utilities including LISTIF, a new command 
M a T°if nd LCic °UMP tor the Star colour primer. Games include 

mSTvLE? ^ AK j ES ALIV£f0r uptolwenty p jay&rs! picma- 

7h» S Ji?u P r °3 ram tE> and articles include 

2EfJS! CH ? E CODE LIBflABY . CONFESSIONS OF AN ADVENTURE 

can reviews of INDIANA JONES, 

t?™I^ N | PA Tk* H !? OF | C ’ deww s WINTER and many, many more 

THe^Tri mmiS? 1 Insl f lment ? MAKIWG MUSIC and, of course, 
THE STOS COLUMN complete with type In game. 

DFSK AVAILABLE - Includes DOUBLE BONUS 
of TRAKSTAR and BLOKHEAD. Two great 
machine language games 


Disks are stilt available for many issues which 
are sold out These contain all the programs 
from the issue but not the relevant articles. 
Please enquire if you are interested 



T4 Issue 42 - New Alari Uier 




































































































Two great games for the ST! 


Contrasting in style but both offering lightning-fast action, spiced with 
touches of humour, typical of Jeff Minter s programming. 

Now Available as a Twin Pack of £15.95!! (£9.95 each'separately) 



An updated and massively enhanced 
version of the game that was a worldwide 
success on 8-bit machines! 

64 levels of play with a different challenge 
(and different graphics) in every one! 
a 

Brilliant pure arcade zapping. ..no-one 
produces games tike Uomasoft. .. takes its 
place amongst my favourite games - magic! * 

ST Action 

A BLAST and a Halt! 


Eased on a classic arcade game - at least one 
reviewer found it impossibly difficult - but the 
player Hi-scores speak for themselves! 

■■■as with atIUamasoft games. Andes Attack 
is utterly fantastic... incredibly fast, tremendous fu 
and a true bargain... 9 New Atari User 

DEFEND OR DIE! 


49 Mount Pleasant Tadley Hants 0734 814478 


















































PAGE 6 ACCESSORY SHOP 


THE VERY BEST IN PUBLIC DOMAIN 


PLUS BOOKS, DUST COVERS and ACCESSORIES 



official 
nooK.of 
KlK’ s 


' f-J 

Al..'' , r ^ = ^ = 


The largest selection of Public 
Domain software for the XL/XE 
available anywhere - only the 
very best makes it onto a 
PAGE 6 disk! 


PAGE 6 was the very first to 
introduce PD software for the ST 
and are still first in introducing 
many unique programs 
Disks from just £2.50 
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NEW XL/XE and ST 
catalogs 

NOW AVAILABLE! 

Please note our catalogs Oo not contain 
commercial software norm-ally available 
from ratallen ar odvertitert ift ttie magazine 


Every imaginable Dust Cover! 


OFFICIAL UK DISTRIBUTOR FOR 

ST NEWS 

THE WORLD’S FINEST 
f DISK BASED MAGAZINE 


P.O. BOX 54, STAFFORD, ST16 1 DR, ENGLAND 


Telephone 0785 213928 


Catalog HOTLINE 0785 57005 

(24 hours answerphonej 

























































